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the world of the 
cerilian wizard 


erilia isa land touched by magic— 

from the air breathed by peasants and 

seer ah en and jn 

‘crashing waves, The continent possesses 

‘expanses of territory where enchantment 

Re ee 
‘where arcane energy thunders strong an 

vibrant the: 


‘Most of Cerilias people look upon these 
energies with ave and respected with 
fear superstition, and 
viduals, however, understand the coatinent 
Inystical force, ther intricacies and nuances, 
thete place in nature: And fewer tll can com’ 
tmand these forceschanwel them into flash- 
ing bursts of energy chat fill the night sky 
form them into crackling bolts of lightaing 
that fll ronstors fashion ther nto nviible 
barriers that keep foes at ay 

"These wielders of magic ae Ceril’s wizards: 
adventurers, advisers: and kings. They are 
tulers whore spells have the power to aflect 
the destinies of thousands: they are simple 
‘magica who cast lesions vo delight crowds 
They are humans, half-elves, and elves who 
te magecralt to shape their world. 

















how to 
use this book 


he Boa of Mager is designed for 
"Tine 
Burncn compsipn sctng 
pines describe the sect of ares and ey 
fos, seq or biog wd misao 
aga dora, pee and magica ee spe 
cif the eoiinent of Coil, artic of 
Besnard new res pl and bre spe 
{obelp player characters (PC3) congue te 
worl The Hook ao explains how he stats 
id pilosphie of wizards vay om race 
face details the unique magican character 
Si esrb nepal retuned 
to yan boone izas who ind thom, ond 
Caner the tay of magica Cerda 
is ahore ths Book oll a wealth of tfor 
conto i players unerutand he trch 
Of Corian sagecrat and develop powerful 








characters who wield both magic and influence. 
These pages also pravide players and 
‘Dungeon Masters (DMs) with adbice for adapt 
ing magicrebited material Gm other products i 
wwe Barc seting op mak those 

‘spells. items, and concepts trve to the unique 

smagxcal atmosphere of Cerila, Anu this book 
summarizes some essential magic information 

from the Bizmaucid hoxed se, providing players 

«and DMs with a single, comprehensive source of 
information about Ceriian magic. 


introducti 

Although the information presented here can 
menebeopmtocl ower te 
pene faye 
‘set tw yet the most out of The Book of Magecrafe, 
Seecimenitndaenats 











Whether to introduce any of this material into 
their own campaigns 





abbreviations ~ . 
and notations 
Tiros the ok. references are mace to 





However, quick review of notations 
boc wilh holdings in order my | 
‘The relative strength | repr is 
denoted by eee mores steal 
the stronger the holding Hong level 
fare noted in parentheses: a source (3), Bel sA, 
ior example, Province evel and mage uy 
pote ae als acted in parentheses Gy 
Tloming the province nun, Thus the 
Dotation “Abr (3/4) indicates that 
‘lator province level (he mann 
level fora ew. guild, or temple holding) is 
5, while its sags potential the man 
tn posal er fers sour) io 
Note tat beeauwe this ok 
designed for players at wel as, 
DMs most NPC alignnents 
five nt been gen The DM é 
iste wo assign algaments 
this ducetion, / 








fundamentals 
of cerilian magic 


pelleasers are rare in Cerlia, Though 
Ss The land tems with magical energy 
Called mebhaigh (meh VALE), few know 
tow to access it, And fewer still understand 
how to contra it 
"There are three types of magic in Cerlia— 
lesser magic, rue magie, and realm magic 


x intelligence and devote some fime to the study 
othe arcane arts Lesser magic comprises the 
‘Schools of ilusion and divination: is students 
‘re coosidered specalt in bth theve schools 
‘Masters of lesser magic can also cast Iet- and 
2alevel sels from all other achoas of magi. 
‘Spelleaters capable of welding only lesser 
‘magic are known ss magicians or seers. They 
toe thei ahs to delight. decehe, 
tind delude their ivnation spells learn, con: 
fits-dlacover, and predict, Though unable to 
Command true mage, magicians can become 
Very powerful in their own right through 
ss sens cope wig 
{any character capable of wielding 
‘rue magie can also command lesser magic, 
hiv himans an Becne manag Father, 
umans need not be blooded to do so, For 
Jndre information aboot this unique character 
slant ‘apcs an Ser chapel 


























‘wizard must have a 
bit of arcane energy 


‘re may, 
vol 
many awmihogiion 
Neg were once 
member of these races have retained thelr spel 
‘Sting abilities in their new, coeruped forms, 
“True magic comprises the achocln of wizardry 
that are beyond the grasp of mere magicians 
{abjuration alteration, conjuratio/summoning, 
‘hchantmen/charm,invosationvevocation, and 
ftecromancy) Is command requifes a deeper 
Anderstanding of mebhaigh! than that which 
tmagicians can attain, While practitioners of 
iesser aug simply know about the existence of 
rnd have found a few ways to mani= 
{inte i trve wicards actally comprehend its 
ature. Those capable of wielding true maple 
‘rust study diligently and seek instruction frm 
complished true wizards to become masters 
oMtets of sf 
"Wizards of true magic can cast spell rom 
the schools of ilusion and divination but can 
tot specialize in them. They may, however, 
Specialize in any other achool, or elect to 
sencraliss, 

















eoymeand 
Ghemececs and plate back nto the wo 
Ince form of amesingplcag spells that can 
teas cane, summon undend(oplont and 
ogelllmistoe 

eal apc iso complex that i requires 
ns mon esd dems iene conc: 
elf. ee oe Soe 
Ms fie dans 


sions of fealm magic 


¢S 
Its aid among Ceritone that mizand differ by 
the school of aie they uy, the goalie they st 
for themseves, and the company they keep. But 
above all, wisards define themuelnes by where 
they come from—ho they are and what land 
they call home 

Elves, the first so have embraced magic, 
remember a tine when they alone understood the 
‘sere of mebhaigh 

Half-lves, tore between worlds, often study 
magic with ther elf brethrew but expand their 
tudes fo ince Puan magic os wel 

‘Anuirean wizards living ix 3 region ravaged 
fy civil war, sometimes believe they ome a debe to 
than eet 

‘Breche mages. rare among their people, teat 
their understanding of magic as am vet t0 be 
exploited and controle for their benef, 

Khinast sorcerers, revered and admired by 
their fellow citizens, practice magie openly ix 
their siestate. 

Rjutk spellcasers, distaste by their info 
sometimes envy the respect and acceptance 








nye by 
8 magie-wielderi, mysterious to their owe 
people and considered barbaric by others, are 
eared by a 

Surpassing their many differences, however, 
Gevilias wieands all share common bond They 
thirst for knowledge of the arcane, and they 
‘embrace sorcery with their Bears md minds. 


oe 


ach rage in Cera has its own aides 
toward and philosophies of magic. Cul- 
| Defined ioe 
bpellcasters, their beliefs and assumptions 
about magic and those who practice it, and 
their opinions about different schools of 
magie. Values, tradition, and experience all, 
contribute 10a cultare's magic i 
‘This chapter explains each spelicasting 
tace’s cultural attitude toward magic, feom 
‘how the common folk view wizards to how the 
wizards view their craft. Each section also 
describes coltural biases regarding the various 
schools of magic. Specialist wizards of the 
race usually practice in the “favored” schools; 
ieneraliste select the majority of their spells 
from these same schools. "Unlikely" schools 
are those not favored by the race, though a 
Tew of the mors useful spells of thexe schools 
can be found in higher-level wizards’ spell. 
books. Beginning wizards seldom know many 
spells from their races’ unlikely schools, sad 
specialist wizards of these schools are rare 





























the faces 
of magic 


indeed. Wizards practicing the magic of 
shunned” schools are often themselves 
shunned by other splleasters and astracized 
by their people; many times they are looked 
‘upon as aberrations or evildoers. This docs 
fot mean PCs and NPCs who use spells from 
these schools do not exist—it just means they 
are rare and generally considered suspicious, 











elves 
achl tie hoi i 


Cerilia’s eves live in perfect harmony 

with nature. These immortal being 
‘who call themselves the Sidhelien (SHEE-lin), 
Understand better than any other race the 
systetis of mebhaighl, 

The elven creation story teaches that the 
Sidhelien were formed from the union of 
Cerilia’s four elements: earth, ai, fire, and 
water, Chikiren of nature, they embrace all that 
is of the natural world—including magic. The 
clves learned early how to harness mebbaighl 
fand use tas one of the land's energy resources, 
Magic sas faniar and tothem 
4 windmills and waterwhecls are to humane. 

-Atchough all Sidhelien have within themselves 
the potential to wield true magic, only a few 
expericnce a “calling” to become wizards, Still 
{ewer possess the loodlines that allow them to 
cast realm magic. So while magic is familar 10 
the Sidhelicn, i i not : 

Sidhelien wizards, ax beings who command 
‘mebhutighl, hld positions of respect and influ 
















fice el communi, They sen aac | 
society itn att tices ey 
artists, leaders, 

Siete ts ns ctpeaee et a 
their spells for the betterment - 

tha Cone Qj 
finer of car Sey 

iiabeneeas a 











Elves prefer subtlety over brute force and 
thus favor magic schools and spells that bring 
them closer lo nature-As a result, they repul- 
fate necromancy: Any elf who casts death 
fag laces the censure of his peces and risks 
‘traciom from the community 
Elves seldom cast spells of the conjura- 
sion/snmmoning school because such magic 
Conilicts with their belief inthe frce will of all 
beings. They also tend to shun magic of the 
invocation/evacation school, because it i an 
fovert forcing of mebhaighl into the environ 
bent, Elves consider alteration a bending ~ 
fot a breakinyg—of natural laws, and therefore 
Consider magic af that school acceptable 
Favored school(s): esichantient/charm, 
‘lusion: 
Unlikely school(s): conjuration/summoning, 
invocation evocation 
‘Shunned school(s): necromancy 
When elves cast magic, they use a tech 
‘nique known as spellsong—a melodic chant 
that, combined with the normal musical qual> 
ity of elven voices, sounds like soft singing, Te 
is said that the sound of spellsong can move 
listenecs to tears 
es practice caution when casting spells that 
could hatm nature. Accidently baring 4 section 
‘of the wilderness through a carelealy cast fireball 
fo lightning bolt would cause Kreat mental 
yeuish to both the caster and the Sidhelie 
community, Indeed, elf wizards have been 
Known to hunt down spelicasters. including 
other elves, who have ruined a wooded glen 
through negligence. Sidhelien wizards believe 
there is always another path, another spell that 
fan vanguish a foe or accomplish a feat without 
damaging nature enchantmenticharm spells, 
they bave learned, affect other races quite wel, 
Aithough the Sidhelien never sleep, their 
wizarde require « daily period of meditation 
Und study. Spellcasters seek solitude during 
this time, often returaing to a favorite loca 
tion in which to memorize their spells and 
une themselves to Cerilias arcane forces 



































The ability to command magic comes more 
‘easily to elves than to any other race on Cer 
illa, and the Sidhelicn have learned to guard 
‘heir secrets carefully, Though aver the cen= 
luries elf wizards have occasionally shared 
their arts with half-elves and—even more 
rarely—with humans, most elves view with- 
holding magical knowledge az a matter of 
national defenge. Elves regard humans with 
suspicion, distrast, and disdain. When con- 
ducting research or developing new skills, 
‘elves will always seek the counsel of other 
tvs before turning to spellcasters of diferent 
races. Under pressing need, however, the pur 
sult of magic could take « wizard anywhere 

Eamonnal Sleierdigh represents a typical 
Sidhelien wizard: 


Eamionnal Sleierdigh 
Athelvel elf wisand 

‘AC 6: MY 12: bp 11) THACO 19; #AT 1 
Ding: 1d64 (staffed), S 13, D 16, © 12, 117, 
W 12, Ch 15. Bloodline: Reynir, major; 32: 
{Wlood abilities: animal affinity (major), regen- 
‘ration, resistance (minor) 

Special equipment: bricers of defense AC 8, 
carved oak staff +1 

















Reading/Writing Anuire 
Etvish, Rope Use, Spelleraft 
Description; Eamonnal sunds nearly 6 feet 
tall, weighs 158 lbs., and has long brows hair 
that hangs loose about his shoulders, He makes 
hh home in Tuarhievel, where the elves must 
keep up their guard constantly lest the Gorgon 
‘turn his haleful gaze their way of the huss to 
the south grow tuo ambitious. Fiercely proud of 
his Sidhelien ancestry, Eamonnal undertook the 
study of magic to help bis people defend their 
land and ways of life fom those who would con 
quer the Aelvinnwode. His keen eyesight and 
quick reflexes have already earned Eamonnal 
the notice of Prince Fhileraene, who. 
has offered the young 5 2 
‘nina position in his court 





half-elves 


‘izards of split ancestry tend to lead 
Weta 
Phi (Toco eS 
oe repel mrp oe 
pot eae 
ch 

‘Because the Sidhelien regard half-elves as 
‘their own kind and welcome them into their 
oa Sipe 
under Sidhelien sorcerers, They study elven 
‘spells (though they cannot master spellsong) 
Petey encores 
See ey, 

egal 

Er re an 
legen ringetecpa Gere 
‘ing, and invocations that would injure the land. 
However, half-elves generally will not shun their 
peers or hunt down someone who fet loose a 
Fireball in the forest, Their human half recog- 
oleae mena ne 
Seer 

“clones a 


likely - 
Shunned school(s): nesromancy. 

‘Quite often, halfelves cross-tcain in many’ 
schools of magic merely asa point of curiosity: 
‘Occasionally, half-clf wizards wil seek human 
teachers to broaden their magical knowledge and 
Eos mcviapten enghaltecs lon 
both hurmans and elves to better understand 
their own magical heritage and how Ceriia's 
arcane forces adapt differently to humans and 
‘ives These wizards wish to synthesize the hest 
feo cares oe hat revere are, and one 

‘encourages ambition and growth 

‘Asmall but > on 











fncreasing 
numberot 
fleet 











‘wizards believe that this blend of human and 


‘named Terlith, has become a 
this movement, The child of two half-elves, he 
considers halfcelves a race unto themselves 
‘Terlth has attracted 2 number of young half-lf 
spellcasters who wish to serve him as appren- 
tices. Among them is Tbrahim Taha, who offers 
an example ofa half wizards 


Theahim Taha 
2nalevelbalfelf wizard 
‘AC 5; MV 12; hp 18; THACO 20; AT 1: 
‘Ding Ld4 (dagger). 5 10, D 18, C 16, 1 14, W 
14, Ch 12, Bloodline: Masela, minor, 17: 
Blood ability: enhanced sense (minor) 
‘Special equipment: ring of protect 
ivory-handled dagger (given to him bs 
human great-grandfather). The handl 
carved in the shape of a tree trunk, and is set 
‘ith a piece of onyx. The dagger is more than 
300 years ol. 





+4 





‘Spells sleep, mount 
Prodcieslon Dagacr. Etiguete, Reading! 
‘Writing Basar, Re ting Sidhelien. 


Description: Ibrahim is 48 years old, 
stands nearly 5 feet 8 inches tall, weighs 155 
Ibs., and has light brown hair that he keeps 
short and caretully trimmed. He favors 
geen and brown clothes ofthe Sidhel 
though he often has them taflored to fit closer 
to Khinasi style, 














become more accepting of humans, and that 
‘humans will accept half-elves as openly as the 
‘ches do, To that end, he plans to devote his life 
{to improving relations between the races. 


human wizards 
and magicians 
Roe 


‘who can command mebbaighl, « spell- 
Caster of any race inspires awe and 





‘ometimes fear in those who do hot understand 
the magical arts. But among humans in particu- 
lar, acceptance of magic and those who practice 
it varies widely feom culture to culture. Unlike 
‘asa natural part of 
ve sorcery to he wn 


the elves, who view maj 





‘energy, Over the centuries they learned to. 
il Cerilia's mebhaighl to work more 
‘laborate enchantments than they were pro- 
viously able to cast 

‘Other human eaces were first exposed to 
‘magic when they encountered the Sidhelien, 
Some humans who carried the potential to 
wield magic felt a spark ignite within them 
Upon observing Sidhelien wizards: they 
watched and imitated the elve 
Taught themselves rudimentary 
A few rare, extraordinarily han 
Yiduals found acceptance amor 
{ind studied under Sidhelien sorcerers before 
increasing human encroachment in elven 
forests irreparably sundered relation: 
between the races, 

‘Whether human knowledge of magic has 
benefitted most from human minds that seek to, 
push boundaries or from human hearts forever 
riven to accomplish mare, no one ean say with 
Sertainty. Regardless, humans have shown a 
passion for enchantments and an aptitude for 
[Spellcasting that rivals that ofthe elves, 

Each human race in Cerilia now has spell- 
casters of its own, though wielders of true 
‘magic remain rare. Recause most commoners 
regard spelleasters with suspicion, homan sor- 
cerers tend to keep either their abilities or 
themselves out of the public eye. They study 
magic and prepare plans with only a few 














trusted individuals aware of their actions; 
Even "court wizards" seldom appear at 
court. Only landed regent wizards can be 
located with relative ease—and that is 
‘because most of a domain's populace knows 
Where tind es ruler. Os 
fuman spellcasters dress according to 
personalities, tastes, and cultures. Many rarely 
‘wear anything that gives their 


profession 
‘fooring instead to look ike ome 











themselves tober, elaborate cloaks, 
and jewshty worthy of ther station 

‘Mort of the magical items unique to Cera 
were fashioned by human winards. Humans 
lite more likely than elves to have residences 
Suitable for conducting the research necessary 
to-enchant such item+—stone towers and 
chambers sturdy enough to absorb the consid- 
erable energies released. Humans also tend to 
take on more apprentices than do elves, assis 
tans who aid in ther research. 

‘Unblooded humans who can never know 
the pleasures of ca 











magica 
‘bet havser cae ses the Moin 
{Ind Seer" chapter of this book. 


anuireans 


Most Anuirean wizards come from the ranks 
of the nobilty--younger sons of vounger sons, 
carrying strong bloodlines but weak claims to, 
title and fortune. Free of the responsibilities of 
scratching outa living, members of the noble 
and gentry classes have the time and money 
necessary to devote arduous hours to the 








‘ously enough to become wizards. Others, 
though they may have the ability to wield true 
magi, prefer to merely dabble in the mystical 
arts as magicians. When commoners don the 
mantle of soresry, they too become magicians. 

‘More than mages of any other human race, 
Anuitean wizards tend to cultivate an interest 
in politics, As aristocrats, many have relatives 
in contention forthe Tron Throne or control of 





smaller duchies and earldoms. Its aot unstal 
fora powerful wizard to use his abilities and 
influence in support of his kin. 
‘Other spelleasters take greater interest in 
politics on the local level, where free farmers 
ind craftsmen have strong voices in the opera 
tions of communities and the handling of vil 
lage issues and concerns. These wizards and 
‘magicians are sympathetic to the common folk 
‘and use their spells to aid them—when asked. 
‘Most Anuirean wizards respect those who 
‘make 2 living off the land or through crafts. 
Some of them purchase potioa vals from 
specific glassblowers, robes and cloaks from 
favorite seamstresses and tailors, food from 
particular farmers and herders. Anuirean 
sommoners tend to admire (or at least 
respect) the nobility, and extend this regard 
to wizards who practice noblesse oblige 
t fear a spellcaster’s 
-ncouragement they 














an come (o trust him. 
As beings in touch with Cerilia’s me- 
bbhaight, Anuirean wizards realize the toll that 
civilization imposes on nature, They also rec- 
‘ognize that the civil wars which followed the 
Empire's fall inflicted further damage on the 
land. And so in times of peace, some wizards 











Though their felis 
‘only to that of elf 
‘second —Anuirean 


‘charm mayie as dishonor 








Eriquette, Heraldry 
Hunting, Local History Modern Languages, 
Reading/Writing, and Riding (land-based). They 
hhave learned (0 carry over some of this knowl 
edge to their magical profession: Education in 
‘several languages enables a wizard to read the 
Imagical writings of many races: etiquette aids 
‘him at court fanctions, 

‘Many Anuirean wizards receive their may: 
ical training at the Royal College of Sorcery 
inthe Imperial City of Anaize. Others. par- 













fog spelicasters from less well- 

to-do families appeentice themselves to local 
of note. 

irean society values family, and its 

‘wizards generally share this view TUis not 

incommon for a Anuiean spelleaster 

{wo marry. Many spellcasters school 

“it least one of their children im 

the ars of 

Richard Garhrad seme 

‘san example of 

foie 


10 





‘AC 10; MV 12, hp 8} THACO 20; HAT 
Ding 146 (staff), S17, D 14, C 18,115, W 
12, Ch 10. Blocdline: Anduiras, minor, 17 
load ability resistance (minor) 
5 at: black rdiog hor 
wilt from Richard's father. 
‘Spell: magic missile, sie 
Proficiencics: Staff, Heraldry, Reading! 
Writing Asuirean. Reading/Weiting Basa 
Description: Richard stands 5 feet, 11 
inches tall and weighs 172 lbs., with dark 
teen eves and reddish-brown haix. Ata yo 
he. Richard diowered an aptitude for ma 
He suspects he inherited his thirst for the 
arcane (rom his father a noble who dabbled 
magic as» youth before ine 
tide ia the court of Avan 
pected death of his elder 
‘When Richard vurned 16, 
tito study a the Royal Collegeof Sorcery in 
the Imperial Cty of Anuie. Richard has been 
there thee year now ating diel ip 
pes of becoming a wizard powerful enough 
{oni is fathers eg lerd—Darien Avan=an 
his claims eo the Tron Throne, 






















brechts 


Brvcht wizards reflect the nature of Brechthe's 
mercantile society. Most prosperous Brecht 
realms thrive on trade with other realms all 
over Gerla, As a result, Brecht magicians nd 
‘wizards often learn spells and magical prac- 
tices from a varity of sources, but the role of 
mai its wildest Brecht society 
neatly always the same: Magic i a resource to 
te developed and exploited, usually as 4 som: 
plement to ather resources 

Brecht society focuses on free enterprise. ks 
strong guilds and merchane houses diversify 
politial power in Brecht, which i turn makes 

citizen more aware of his political 

han mn commoners fee Ceri 
ian regions, Magic, too, is a more common part 
‘ol Beechiirs economy than it in ether Lind. 
While there are fewer wizards in these lands 
than in Anuite or Khinasl, nowhere is it si 
fora common spellcaster to ear a living pl 
his trade, Mogi guilds exis; divination spell 
an be had for hie on the dks and the erets 
OF Brecht cites: illusions and magical talismans 
ave available for purchase; many shipping Meets 
icep wiaardy and magicians on retainer 

Tuc mag, however i rareand even eer 
inact rarer than it seems, False practitioners 
and tricksters thrive in Brechtar, and failed 
‘spllsasters pede their onal merchandise 
1 the unwary and the igceant 

Tnwartime, wizards and magicians supple- 
tment the armies and navies of Brecht lords 
but that isnot their pinay’ purpose. Inate 
the Brecht spelleaster acts sam adviser or 3 
partner, casting sells ani using his knowledge 
fo complement his more mundane allies 

Brecht wizards harken to the wealthy ia 
particular, Realm spells and powerfal magicx 
equlee gold to cast™and moat wizards do not 
have nonmagical means for gathering wealth 
Magic guilds pool theie wealth, while guild- 
masters of nonmagic associations hice orally 
thernselves with wizards. In Brecht, a wiz 
ard without a patron or other means of income 
might as Well not have source holdings. A 
Pauper wizard is cxippled 

Brecht wizards lie in the world of practice, 
not the world of theory. Magic guilds are bust 
nesses, and wizards rare commodities. Spells 
‘that facilitate trade and commerce are valued, 
and schools of magic that achieve these goals 
fe promoted among students. 























Most Brecht spllcastrs ae pecedlnts— 
they lke ty kara Ute bit of eveything, 
because any type of spell might come in handy: 
‘catmenuicharm spall (Uhoogh 

they hare leos agent charg pel ce 
teeter) es elles wegicc too tee gree 
natn school: Boxing warty 
fee tions aed aleetiee or elo 
thest schools cn be aed iy ms capone 
Droctiione to dorape trade Bat the Brock, 
a metropolitan people, shun no single school 
‘magica iaherethy ov or eon 

Favored schools}: eochantmentsharm, 
rater dination 

‘Enlil schools: illusion aeration 

Shumed schools} nove, 

rec wizard dens practical having ie 
use for famboyeat pate (escept when yiey, 
te bmpres the fpacrent). They wre tthe 
dime dictates op, sloofclons tice 
the summer, woo! leggings and fur in the wi 
fesjcod nap coated prreomtsta ive spon 
‘aod early Gall when insects are expeclally oak. 
Since: The men grow beards when the weather 
Tare cad ond Co 
up. In general, Brecht 54 
te pat chy nce realy ha 
prictieal porpore aud serves only tel 
ISiers: However they apace seta 
2 yay bbe ie 

ort native wise ha lens Beocise 
become couriers. Even they have the sil 
tecemary to ie off he lads they vue se 
Tn ot uy Brest ard ene 

ge in adrentring—theBschts mt apo" 
pie ars invatly curious heir magciaeged 
pegs ore san bs dog ey 
icf behind by people of decades past 
also have a passion for magical items of elven: 
make, and have been known to venture 3 





























in search of such items. 
Elsa Darindorf provides an example 
recht wizard: t 


Elsa Darindocf 
Stbslevel Brecht wizard 

‘AC 0; MV 12: hp 14; THACO 19; AT 1; 
Ding Ids (dagger). S 11. D 12. 13, 
117, W 14, Ch 17. Bloodline: 
Brenna, minor. 24; Blood 
abilities: enhanced sense 
(minor), persuasion. 3 
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Zikalan 7 

tng Wirting Anuives, Reeding/W 
ingriitng Anuleses Reading/Writing 
Breck, Splat = 


Description: The daughter of« wealth 
amorchant from Maden, Han souied magic 
a3 an apprentice to the guildmaster of one of 
Fever Becks lange map guide Now 
felniundalspelcaster in hel ght oa 
osthe purosnge of» lgyog ld the chy 
or N age 38 he sande 5 feet tal woight 
age 28, she stand 5 fot al, wighs 97 
(cen ing re fi ww od gt 
eit ng rd ba nord ag 
She caries heel as weses 
her way into important society There 
‘Sc ureahe Hod abies at gl aro 
ete da on hal ofthe pal 











khinasi 


‘The Khinasi people, 

including the wizards who 

ome from ther rank, are 

descendants ofthe proud 

Basarthe humans who ted 

Cecilia after traveling across the Sea of 

Drayoms These tl, dark people have no 

fear of magic ad things arcane. tn fat, 

commoners, laborers, and nobles consider 

‘the study of may the highest calling am 

individual can have, and thove who have 

nad) accenea pase peat 

ently encouraged to purse spelcas- 

ing. Fledgling promising wizards 

Who lack the coins fr speltbooks and 

supplies often receive a8 donations the 

Atetessary funds from businessmen and 

ttadeamen, Mapicans are not x0 sided 

(ie hey shan wane pide) 

Khinasi wizards hold positions of 
respect and admiration among the 

people. A Khinast ruler who practices 

sy) The magieal arts not uncommon. In 

Nome city-states the ability to east 

tpdh cccldrenn sien whesrd a 

tuinor noble tie 

Being ward in Khinas 


Society carries some 
esponsibility and protocol. 
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“Any Khinasl spelicaster able to command true 
oe lal bound to jorney to the Temple 





the way is often fraught with danger, A few 
sears hve dd before reaching he tp 


et 
the temple are seldom discussed, Those who 
have journeyed to Rilni know what occurs 
there; those who are not called to the temple 
pp ep 
‘The uninitiated know only that after intensive 
preparation—both magical and 
novices swear the Five Oaths of Service: 
axemmnaeiaane 
ar 
2 Sree peace 
Serene 
pat ee 
bby the liege in lawful war: 
= ani 
ee ne : 
rte 
penitent arta Oe 
foacmmcniccansar 
‘not journey to the temple and swear to them 
pet etn 


























‘wizard described in the "Strategie and Tactics’ 
‘Chapter and depicted on the cover of this book, 
fs ane sch renegade, 


‘An ancient and awesome power binds the 
‘wisards tothe oaths. Some spelleastershelieve 
Rilni, god of magic, is responsible; others 
attribute the bond t an artifact buried deep 
hhenecath the temple. Regardless of the power’ 
corigin, it forces any wizard who takes the 
‘oaths (0 live hy them irrevocably—wizards 
‘physically cannot violate the oaths even if they 
‘want 9 do 50. 

‘Khinasi wizards, and sometimes even magi- 
clans, are sought out as advisers to regents 
land other persons of influence. The people 
believe that anyone able to master magic has 
intelligence, wisdom, and wit that cannot be 
‘matched by that of common citizens—and 
‘that this intellect should be used to help guide 
‘the rest of the Khinesi people 

‘Because oftheir political ties, many Khinasi 
‘wizards favor magical items such as crystal 
balls, helms of telepathy, Beims of comprebending 
Tanguages aud reading magic, and rings oF 

















fruth—items that will help in their roles of 
advisers and diplomats. Of course, these 
items, like most other powerful magic talis- 
‘mans on Cera, are exceedingly rare. 


reflected in Khinasi magic. The Khinasi revere 
all magics—except necromancy—and believe 
all nuagical schools are equally good. 

Practice, however. is often at odds with the 
Ideal. Khinasi wezards pride themselves on 
their power and distance themselves [rom 
lesser practitioners (magicians), The wieards 
love doing what no one else can do, and some 
of their conjuration/summoning spells are 
mighty impressive. Wizards of thistand dis- 
dain illusion spells, since they aré lesser magic, 
tnd many even avoid lesser divination spells 

Favored school(s): conjusation/summoning. 

divination, 

illusion, necromancy. 
Khinasi wizards are likely to have at least 
‘one of the following noaweapon proficiencies: 
Ancient History, Ancient Languages, Ete 
‘quette, Heraldry, and Spellcraft. They dress 
well, though usually not ostentatioasly: those 
who live in of near communities make it » 
point to purchase their clothes and supplies 
from local merchants, Byen Khinasi wizards 
traveling in other regions seek out Khin 
made items 

Rashida of the White Glove offers an exam- 
ple of « Khinasi wizard 


Rashida offthe White Glove 
dthtevel Kbnas wisard 

AG, MV 12: ht THACO 19: 4A 1 
‘Ding il agger. $8, D 16, C 12,1 16, W 18, 
h'16, Bloodline: Basis. major 24; Blood abi. 
Sieg character reading, unreadable thoughts 

Special equipment: glove of prosetion = 

Spall eat rtertion rom evi, ween 
sere flaming pore, levitate 

Proficiencies: Degger, Ancient History. 
Ancient Languages, Reading/Writing 
‘Anuirean, Reading/Wring Basar. Spellcraft 

Description: Rashida is» slight woman, 
standing 3 lect, 4 inches tall and weighing 102 
Is, She covers her dark hair with a thin vei 
and prefers to wear garments of deep blues 
Anu greens. Thoughishet 27 years of ae, 
Raghils appears ol 

‘When Rashida left her home ia Ariya nine 
Years ego to make her pilgrimage to the Tea 
ple of fn, she departed a Mireatious, same- 
‘what Mighty young woman enamored with her 






























sw malate, Se tured changed 
forson, hiving withcwed a incident 
Erwhichane a her fellow novtees forfeited his 
Iie for cefosing to take the Five Oaths: She 
row understands more fully the responsibility 
{that comes with » git auch 98 herg: and works 
bed to realize her poteatia 


. a 

cpucth \ 

jurih le fear and, by extension, 
Ait eiecomaana i Ymsat af hs cet 


siete ole sleds ote pet 
making theic homes oa the outskiny of villages 
or—in extreme cases—drep in the taiga 
forts Only thn ty hide thei 








‘robust kinsmen. However, some muscular wiz- 
‘ards train theit bodies as well as their minds 





and da theis hest to look like their fellow Rjurk 

‘hete wizards are eter ale co lend in wth 
ie ee 

when others can see them. 

‘Because of the selisuiliciency needed for 
jurik wizard likely has. 









‘Hanting, Mountaineering, Set Snares, Spell- 
raft, Stonemasonry, Survival. and Weather 
Sense, Those wizards who do not have su 








abilities are adept at trading with mercha 
{or food and supplies. 
‘Rjurik wizards have a hard life amang such 





skeptical people, Their kinsmen conside 
magic of druids wholesome and valuable, 
‘while wizardly magic is suspect, The Rjurik 
honor nature, and therefore they homor the 
druid spelleastees who are ted to the land. 
Some wizards envy the druids the reverence 
they receive: Druids serve as teachers and alten 
tare af leaders and advisers 

Like the druids, Rjurik wizards also tend! to 
respect nature. However, they are not above 














‘ending fireballs racing across open ground oF 
Causing an ice storm to rain down upon ene- 
mies when a situation warrants such extremes 





Druids generally look upon such actions with 
disdain, regardless of whether they yielded 
beneficial results. 
jus spelcasters are noted for researching 
spells related to the weather, which includes 
alterations designed to make the temperature 
‘more tolerable, spells that can coax move dam- 
‘aging lighting bolts from the sky, or great 
{neantations to drastically change the climate 
fof an area, The wise Rjurik wizard learns. and 
teaches, spells that appear natural. Alteration 
magics and conjuration/summoning spells 
sometimes revemble effec achieved by she 
abjuration spells often protect, rather 
‘than destroy. Overt spell effects, such as those 
produced by invocation/evocation spells, call 
too much attention to the spelleaster. 
Favored school(s): alteration, conjuration/ 

















communities —even if the rest of society does: 
fot realize its worth—and seek to perpetuate 
both their bloodlines and profession, In choos 
ing a spouse, a wizard must find someone will 
ing to share the censure of their kinsmen. If he 
i lucky, his spouse will not only tolerate but 
‘understand his magical calling; ideally, the 
‘spouse will also have a bloodline s0 thal magic 
‘wl ran strong in the veins oftheir children, 
irodrie Denthor exemplifies a Rjurk wizard; 


Brodric Denthor 
Snd-evel Rjurk wisard 

‘AC 7; MV 12; hp 9: THACO 20; WAT 1: 
Dang 146-2 (afd), S 15.1 17, C 12.1 16, 
W 16, Ch, 14, floodline: Reynir, minor 17; 
Blood ability: poison sense 


Special sa 42 
Spelt: affect normal fires, protection fom 
cri it aie 


Proficiencies: Staff, Fire-building, Moun 


saingering: Ready Weng Ben, 
Description: Brodric of the Silverhead 
Mountains, though not as statuenque as most 
‘of his kinsmen, is fairly muscular and can vsu- 
lly pass himself off as a Rjurik eraveler—not a 
‘Winard. He stands 5 feet 10 inches tall and 
‘woighs 180 Ibs. His long blond hair and beard 
‘are heaided and hang down to his waist 
Tredric understands hi clr rune 
tions regarding mages, though he does not 
share them, He embraces magic and hopes to 
‘more willing (@ accept his 
ities than was his clan of arigin. To that 
‘cad, Brodric travels throughout Rjurik, yeek= 
{ng a village he can call home, 
































vos 


‘Vos wizards resemble the other members of 
their race—tall and (hick-boned, with Mat fea- 
tures and sparkling eyes—so at first glance 
spelleasters cannot be picked out from their 
countrymen. But unlike the hunters and war- 
‘lors of Vosgaard who shave their heads and 
Sometimes decorate their bald tops with 
designs of fierce animals or winged beasts, 
Vos wizards tend to keep their hair—and 
keep Wo themselves 

“Those who study the arcane arts are far 
from favored by the populace as a whole. In 
fact, the majority of Vos men and women 
regard spellcasters with superstition. They 
void wizards and magicians, and sometimes 
Even exile them from the tribe. The Vos treat 














‘theie wizards with more animosity than Rjurke 
people do. Because they must be able to sur- 
ike on their own if banished, Vos wizards 

icely have atleast one of the following profi- 
ciencies: Fishing, Hunting, Rope Use, Set 

ares, Suevival, and Tracking. 

Some Vos fear spelleasters outri 
bang charms or images of their gods in their 
doorways to keep the wizards away, Many 
elders believe ‘magic angers the grim 











wizard 

Yor gods and tisks bringing plagues and 
famine upon the people as punishment. They 
‘iay to cast magical incantations is to insult 
the accepted Vos clerical spells and to insult 
the priests, Wizards. 

enjoy the 





jue belevs do eat 
lessings of the gods and must 
ul 





‘openly shun casters of true magic, Some chiel- 
tins have gone 40 far as to ban wizards from 
their sight, Few will order a winard's death, 
however, as they lear retribution. They have 
not forgotten that centuries ago, their ances- 
tors worshiped the god of moon and magic, 
Though they turned away from Voryna, they 
have no desire to anger his successor. Lirovkx 
(the Vos name for Ruoeni). 

Despite the outwardly antiomagic climate 











iy allie themeshves with wizards and 
magicians, These chicttains realize the power 
atthe fingertips of spellasters and want that 
power on their side in times of war, The 
Sooperative spellcasters have guaranteed 
theie quiet aid in stroggles against rival tribes 
in exchange for gold coins, provisions, and 
freedom from persecution, 
The barbaric and bratal Von peefer direct 
spells and raagics to subtle creations 
manipulations, Vos wizards, feared anc 
their people, must be 
ble to survive on theie own terma-—u 
strength Co Irighten their foes away. They” 
wacation/evocation spells, aad protect 
vmselves with abjurations. They have also. 
learned that there is nothing like a well-cast 
rnecromancy spell to inspite fear when abuse 
from their tribes grows too frequent or 
strong. Although enchantmenUcharm spells 
could help them improve tei standing 
Insley, they consider magical 
persuasion and coercion & 
the weak, 
Favored schools): nvocation/evocation, 
abjuration, 





























aera 


Unlikely school(s): none. 

‘Shunned school(s): enchantment/charm. 

‘The most noted Vos wizards are women 
who disdain traditional Vos society and. 








generally have limited roles in Vos society. 
‘Therefore, blooded women have found com- 
fort and a different kind of voice by embracing 
‘ruc magic. 

‘Kira Rvedlor serves as an example of a Vos 
wizard: 


AC 3; MV 12; hp 21; THACO 19; #AT 1; 
Dmg 1 (dagger). § 14D 12, C17, 114, 
W'I7, Ch 12. Bloodline! Azza, tainted, 7; 

pee racers of defense AC 5 
ape econ: orca , 
og 











re inug, Sardi 
= At ae 42, Kira stand 9 fet 
7 inches tll und worth 170 te, She drench 
ply, in coarse garments and furs, 
Kira has lived a lonely existence since her 
teacher, the victim of an 
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Contin mag sth land il. When 
Imig reat ‘marshall the power of 


cree 
eae 
mebbaigh! the same way: through magical hold- 
ings known as sources, 
~ 
[eSceEees 





tmebaighl calle, Though the magia 

energy exists throughout each province, it 
‘naturally ends to pool and concentrate 
ticular locations, much as puddles form 
rain. The higher a source's level, the more 
mebhaigh! accumulates there, 

‘The concentration of mebhaighl is so strong, 
at sources that their surroundings cannot help 
hhut be affected. The strength of the land's 
‘magical energy physically marks the immedi- 
ate environs, creating a “manifestation”—a 
natural symbol of the source. Manifestations 
take many forms, each one as wnique as the 
source it signifies, A manifestation might be 

“an ancient 
grove of 





par 
the 
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‘est powerful magic on 
saan eae Teo ale rut. 
‘so much mebhaighl to cast that only wizards: 
‘Tho hold sources can command rain mage 


locating sources 


ueds who seek to control sources 
‘must become intimately familiar 
with the surrounding land before 


‘they can command its mebhai 


‘Such Slanded regents” 


inside their mi 
provinces’ magical sourc 





. Note that only 
‘wizard rulers will experience this sensation, 

Bnd the bovioing sous te visa 

imey acrons ce, fol 

ie leads him, When the wizard 





luse his senses in an attempt to identify the 
source's manifestation, The stronger the 
[potential of the land, the more distinctive 
‘manifestation will be, and the more easily rec- 
‘ognized, An experienced wizard will know what 
Be seeks the minut he ee 
‘Others capable of commanding true 
‘ho have strong tes tothe land— 
‘sich as elves, or humans who 
were born or raised in the 














difficulty wizard 


‘much 
ae 
ae 





province—might also fel this summons, Sev- 
eral tall of great wizards who, as chil 
dren, felt draven to certain locations, As their 
understanding of magic grew, they recogni 
these places as sources. 

True wizards who do nor rule the province 
‘or otherwise have connections to the land may 
ilill discover and control Sources within it— 
they just have to work harder. These seizarde 
rely galely on their ability to recognize mani 
festations. Many will enlist the aid of others in 
their search, such as sending out apprentices 
Ag make initial surveys of asking locals about 

3 ‘unusual natural features. 














things magical—can make an educated guess 
About whether they have located a source. But 
the discovery can he confirmed only by a wis 
‘ard who commands true magic. 


controlling 
sources 


Once the wizard locates a source he may se 
the ceateheing domain ation to ents 
ite holding (0) under Nis contol, The une 
Spon locating she source count spat ol the 
Ronthcong ction. There no lit tothe 
turber of spuces a wicar can contra 

Tra ward coms no holdings he may se 
the tres holding domain ation sen hough hs 
ite repent The tn Rulebook 
Sates that only regents may’ aslect domain 
Scion here scons ray perform a cresie 
ing ono natin hearer 

Depending upon the srength of the fn! 
smapill powes ore thin ope ¥urce cae 
Ieainge province. Iranother wierd alceady 
ont scurce within the province ri the 
Pench he wad ea 
Eohing a presence, he wrard nay meet 
sitios to tia toc 
Domain, Charset 3 
Bnoncis Rulbook 















see 





using sources 


Wivards who control sources may work in 
‘cooperation with the province's ruler (as cout 
‘wizards, for example) of as independent forces 
in the province, Of course, a wizard may also 
be the province's ruler 


realin spells 


‘Wizards primarily use their sources to power 
realm spells, extraordinary enchantments 
‘Strong enough to affect entire domains. Because 
these spells draw so muct mebhaighl, wizard 
can cast them only in provinces where they 
Hor aon oe ez geo Sates 
2). Realm spells require varying levels o 
Sources to fuel them; more powerful spells 
require highor level sources. 
‘When a wizard casts a realm spel. he marshals 


his source's magical energy over a period of 
fone mocth (ane action round). Because of the 
ryitical connection wizards have with their 
sources, the wizard need wot be at the source's 
rmianifestation. so loug as he is somewhere ie tbe 
province. During this period he spends part, 
of every day in deep concentration, summan- 

ing the land's mebhaighl toward himself. He 
also spends considerable time studyi 








‘obtaining and preparing spell components, 
and resting, The wizard cannot leave the 
Bovine during this month of preparation or 
ig realm spell wil fal 
By the end of the month, the wizard has 
immersed himself in mebhaighl, He has gath- 
ered so much that it surrounds and courses 









realm spell 
cahausted. Unless eltcumstances 
wise, he will ty to spend the next 


Pes ‘hays resting and recuperating his 

strength (At the DMs an unested 

Sprizard could recat “ietigus penalty eo 
Actions attempted in the 72 hours following 
the casting ofa real spel 





other uses 


A wizard regent wields influence in the 
provinces where his sources lie even if he does 
‘not rule the realm. The people and other 
apes in those provinces tevgniz him san 

sportant and powerful individual, one whose 

2 carries weight and who it would he 





xt not to anger, The higher 2 source’ level, 
Ihe preter the wizan's ability to alect ereats 
Mhsough domain actions, 

"A regent witha source (4) or higher as sufi 
Sent rene i the province tafe pb 
inion (agitate), creates permanent bse 

Sperations for himelf (but and for), OF 

FA eters hi cn (ter aie 

8 urce (7) oe higher, a Wierd regent — 
though his considerable aduonce wh aca 
Craftsmen and his innate fama with the 
ince nat fesourcer cam alec the 
conor The hghrevel source eflectncly 
hima gull (0) ta the province. bur only 
forthe purpose of establishing a trede route 
Magical ethancement of 2 source through 
‘ued such ae mebhaighlsiones and spels docs 











snot confer this ability: Ila wieard rales up a 
‘source (6) to a source (7) in a province that 
already has its maximum jumber of guild 
regents, he does not receive this henefit until a 
snulder loses his holding, 


Nonwizard 





ards aid in establishing the holdings (the wiz- 
ard expends a create holding action on the 
‘other character's behalf). A nonvizard regent, 
however, can control only access to mebhiaighl— 
hhe cannot tap it himself Nonvwizard regents who 
control sources usually do so as a means of regu- 
ning he eof map in thie dori 

‘or example, if Philetaene, Prince of 
‘Twarhievel, died and invested a nonwizard as 
is heir, that heir would inherit Fhileraenc's 
sources as well as his other holdings. The heir 
would not he able to use the sources £0 cast 
realm spells, and therefore would face a choice: 
|e the sources li untapped so that no one can 
‘Use realm magic in the domain, retain control 
but allow trusted wizards to use the sources, or 
‘transfer control toa wizard loyal to the realm. 








protecting sources 

Once a wizard establishes conteol over a 
Source, he must decide whether he necde 
take active measures to protect the source and 


generally collects in the 
ized pact of a province, 
sources’ manifestations usally do not require 
trotetion rmbpedigty peolefew ast 


‘each: And: 
Peucrounding tanilesae 












tons grants chem thp innate ability to protect 
themselves. Lovers dctempting to carve theit 
names in an ancient atk tee) 


Ercounter impenetale bark 











‘waterfall; no traveler seeks shelter ina cave 
‘notorious for its eerie, pulsing darkness. 

“Manifestations also resist normal wear and 
damage fom the elements (earth, air, fire, and 
‘water), Wizards needn't fear that manifestations 
wrll he harmed by naturally occurring forest 
fires, flooding. or erosion. Thus a rock formation 
will look about the same a thousand vears from 
sow as it does today, a majestic pine will ace 
neighboring tres felled by 2 holt of lightning: « 
loosed meadow will dry out more quickly than 
surrounding land. This is not to say that mani- 
festations never incur natural damage, just that 
‘the mebhaighl grants them inherent resistance. 
‘This unusual resistance of manifestations often 






jolence, however, can harm 
ynd—rarely—even the sources 
themselves (see "Corrupting Sources”). Per 








sources: pethaps a hostile regent seeks to crip 
ple the wizards power. In circumstances such 
fs these, a wizard may well need to protect a 
Imanifestation or the source itself, Wizards. 








post yuard to keep intruders from damaging 
{he manifestation or attempting to corupt the 
foutce nnd ts mehhaight 
‘Because of the mystical link between wiz- 
ards and their yources, wards become imibe- 
Gini are when » mane rarer 
in disturbed. (Nonwiard regents do not 
thislink) This mysterious communication 
ccs in many way, varying with individual 
‘Sizards and typen of sources, One wizard may 
fxperience a aging feeling” that prompts 
Wi to heck onthe manfeation: tothe, 
far inland, may encounter 4 bird indigenous 
dhe coastal province in which the source 
ies a third may bear the report of dyad oF 
{teantupan his next vin to his forest source. 
(Gpon inspection, wicards can woualy tel what 
hhas taken place, although they might not be 
the deals te eat 





















maintaining sources 


Sources need litle maintenance. Rather, the 
‘more the land is left alone, the better, 








strengthening 
sources 


yhrough natural and magical means. 
r I a risotls can enhance tne commetion 

with the land's mebhaighl. A stronger 
link enables them to increase the levels of 
their sources. 


maximum 

source levels 

Because mebhaighl derives from nature, the 
tolls Province evel Ara proves becomes 





more civilized, the amount of mebbaigh! 
‘within ie drops 

"The maximum level a source ean achieve is 
determined by its terrain: 


Terrain Type. Potential 
Plains, Hills, Tundra, Marsh, Moor 5. 
‘orest, Mountain, River, Coast 7 
Swamp 8 
High Mountains, Ancient Forest. = 9 





Each level a province achieves reduces the 
possible source strength by one level, Province 
fatings ((or example, 3/2) indicate the province 
level and resulting maximum source level: the 
‘wo numbers combined usually cannot exceed 
the terrain's magic potential. 

For example, look at two provinces 
located in the plains of Tuornen: Alamar 
(3/2) and Haessien (5/0). Because of th 
terrain, each started with a magic potential 
‘of 5. Alamsreft has developed into a province 
(3), $0 it can now support a source no higher 
than level 2. Its neighbor Haesrien, a 
province (5), is too developed to support a 
‘Source higher than level 0, 

‘Wizards, therefore, have an interest in 
keeping the land untamed. This goal often 
puts them at odds with regents who want to 
faise the levels of their provinces and other 
holdings, Wizards who themselves rule 
provinces face 4 Unique conflict of inleeest 








exceptions 


Once the source level has dropped to 0. the 
province level can continte to rise—as is the 
Ease with the Imperial City of Anuire, 2 
province (10/0) located on the coast, Most 
provinces, however, don't reach 

levels of population and development. 

‘Some natural phenomen: 
dragon bones and andergro 
sess the power to hoost sources leyond their 
‘osual limits. Sieilarly, cataclysmic majgical 
events could impose stricter than-usual limits 
‘while the mebhalghl recovers. 

Finally, because elves live in perfect har 
mony with nature, their maximum sou 
levels are not affected by changes in province 
levels, Elves may tap the full magic potential 
of their land regardless of their civilizations, 
Thus a forest province could support » 
source (7), and an ancient forest could sup 
port a source (9), no matter how high the 
Province level grows. 


























eS 


1 saw some of them, once—long ago, when Las 
4 young sudent atthe Reyal College of Sorcery. 
Thad heard rumors of powerjul enchantments 
aand rare magical tems tbat could heep @ source 
iirong despite encroaching civilization. My 
teachers denied their existence, but 1 persed 
Afterall I reasoned. if elves ca i 
Iharmony with wature ax not to aff 
rebbaighl. why could humans nor di 
{odo the same? 

‘At Lac one of my teachers, Moridaen tbe Wo 
relented. He led me into a Labyrinth deep below 
the Great Tower, catacomb of secret Laborato 
ries libraries, and vaults, Thre, i oe of tbe 
rooms, lay 2 small coffer containing about 
dozen silver seeds. “Plant just one ba province, 
Ihesaid, “and mebhaight wil forever low omg. 

next day, Michael Roele died trying to 
Alay the Gorgon. The Great Tower fell tort 
‘hereafter a victim ofthe internal feuds mbich 
followed the emperors death 1 know not whether 
the seeds lie there still, n the labyrinth deep 
below the tower rains 

from the letters of Vhorduine Runemaster, 

‘circa 47 Michacline Reckoning 




















increasing levels 


ee 
PCa conan ood scons repre 
ce 
eter 
ee 
So ie 
Aon ale Be 
SN eee SSI 
Sey 4 
Sraetebeier 
SEE 
province for long periods of time. { 
their sources beyond the, imposed by 
aeielge) Pate 
eriepetee. epee 
temporarily (sedthe “Magical Items, tie 
Page ies fae 
Soke Cpa 9 
paps ols» 




















renewing sources 


When a pfdkince’s leva increases, the develop. 
the land’ maximum source level 





“Two years later it would be a province (0/5), 
assuming no one makes any new settlements 
vestiges of civilization remain, mebhaighl 
return atthe rate of one level every live years 
‘Thus if troops from the rival duchy of Alamie al 
all the people in Alamsreft but leave the bulld- 
ings standing five springs would pss before the 
province reached (0/3), Alamsteft would aot 
‘chieve its (ull mage potential for 13 yeas 


corrupting 
sources 


hat stands impervious to light- 
bing bolts can be felled by an army unit 
hopping it to bits: the rock formation 
that survived a thousand years of erosion can 
be turned to dust by a disintegrate spell 
Magic-based attacks and particularly destruc- 
tive physical attacks on manifestations can 
allect a source. Different form of attack yield 
‘damage of varying amounts and permanence: 
“Attacks on a manifestation can temporarily 
disrupt the flow of mebhaighl to source 
Strong physical assaults and spells of levels 
higher dha the source's level (and of at last 
Sel level) can overcome a manifestation’s nat- 
tural defenses: The effect of such attacks is 
similar to ing horse splashing through 
4 puddle—the water is displaced hut soon 
{rlckles back. When a manifestation suffers 
traumatic physical damage, a wizard cannot 
tise the source until the mebbalgh! settles, 
‘This generally takes one month, although at 


the Bhs dacretion the proces eareg 
Sho See mnt nal me 
Soles no deeae— tibetan r 
Safe co dracon 

| will 


destroved. Eventually, themebhaig! 
produce a new manifesta 
























‘Only realm magic can haga source directv 
Wizards can poison source Geddeplete ihebbuigh! 
{to weaken the power of rival Wizards: Most wiz= 
lands, however, inchading all Khinastang ell wi2- 


ord, hesitate to use these destractive spells 
bbecase they fear repercussions that extend far 
besond th individual target source. These wize 
arde realize that mebhaighl extends past 
[province borders to permeate all Cera sabo- 
‘aging even 2 small portion of it could result in 
unforeseen consequences, 

Feuding wizards prefer instead to attack 
cach other’ ley lie networks or attempt to 
‘Steal a rival's sources, 


transferring 
power 


‘wizard retains control over a source 
‘until he relinquishes power or 
loses the holding in contention with 


danger threateny—one wizard 


ing wirard ¢ 
holding to the borrowing wizard, who uses the 
source ti tual saat ears 
transfer occurs thro free 
action described in the fllowi 
For example, perh 
10th-level wizard, ha 
While he i at court, a breathless monsenger 
arrives with news that the Gorgon is preparing 
for another rarpage—with Dhiesone as his tar- 
set. One of Dhoesone's court wizards, Daeric, 
controls yeveral sources (5) and (6), but as a 
Srd-level wizard he is unable to cast the rast 
powerful realm spells. As 9 10ch-level wizard. 
Caine could cast them—but he holds no sources. 
in Dhoosone. If Daeric can persuade Caine t0 
‘become involved, he cat lend Caine the power 
of is sources to help defend the real, 





stealing sources 


Control over a source is ot absohite—wizards 
«an (and often do) move into each other's ter 
ritory and attempt to siphon mebhaighl away 
from their rivals. They wage this magical war- 
fare through a combination of create holding, 
rile, and contest actions 

‘To take over someone else's source, a wizard 
fst exiashes source (0) in the province: 

ing s0, the wizard surveys the terrain, seeking, 
ut a new collection point for mebbaighl. This 
ew source is separate from that of the fst wiz- 

with its own manifestation. 
If the province's magic potential is not fully 
tapped, the wlzard can strengthen the source 
by using nile actions to increase its level. The 
more time the wizard spends attuning himself 
to the province's mebhaighl (in other words, 
the higher his source's level), the better bis 








prietentiche ie foe al ee ] 
the success of the action, the wizard may not { 
leave the province daring this period. YI 
‘Mf the contest action succesful ca: 

trolling regent cannot use his source | 
fed ov Rokeory atu lorie Ice sources 

level 0. the regent loses control altogether, | 

‘The source remains contested until one of the 








the stacker ops a bs cw bongs 
the province, or rule of the province. 
4 the defender succeeds at a fue action, | 





IC the wizard completes two successful con- | 
factions in a row, his rival loses control 
‘over mebhaighl in the province, The tri- | 
Simphant wizard ray conte to strengthen 
his source upto the mts- of 
‘mum magic potential a 
Tor more information 
shout the contet action, se 
the Burnimct Radebook 








bequeathing 
sources 


From time to time, regents find them- 
selves in circumstances in which they 
‘want to peacefully and permanently 
transfer control of one oF more oftheir 
sources to another person. Perhaps 
‘onwizard regent has retained a court 
mage: pethaps an elderly wizard lice 
dying or simply wishes to retire: perhaps 
young, cocky spelicaster has 2 knife 
pressed to his throat, 

Whatever the reason, rulership of 
sources is permanently transferred from 
‘908 person to another the same way all 
holdings are: through a ceremony of 
favesttare. This ceremony, which 
ast be performed by a priest is 
detailed in the “Domain, Charac- 
ter and Free Actions” section of 
the BrerinicHt Rulebook. 












caerbhaighlien 


cient texts and legends speak of a 
‘handful of sources on Cerilia that 0 
wizard can hold as his own. There 

“ources, called cuerbbaighlien (kay-er-VAY-lea) 

by the elves, are said to be places of such 

strong enchantment that sometimes even non 

‘wizards passing near their manifestations can 

feet the pull of mebbaighl. 

‘Becatise no one has ever been able to pin- 
point the lacatina of one of these sources on 
nap, many scholars doubt whether they truly 
exist, Vet wizards continue to cisk personal 
harm by yenturing forth from the safety of 
‘their towers in hopes of finding the manifesta- 
tion of one of these rare sources. For itis said 
that though no individual may hold a caer- 
bbhaighl as his own, any wizard who discovers 
fone can tap the source's mebhaighl, 
aie ease eee 
Had 1 not been injured, buried, out of spells, am 
ekperately seeking sbelser, I might not have 
hnoiced the eave at all Je was sual. nestled into 
the side of a bill Artually, it looked more like a 
Dhurrow for animale than somyching else. But as 1 
ta for me lif, me fet somehow led me there 

“To emter the eave I had fo crouch down and 
‘ral through the opening. Once inside, 1 could 
hot stand spright, but remained om hands and 
Iinees, Feursed the loudness of my own panting 








Tate. 

‘Som the uciers wine T sould wl rom the 

safe dr tg hears 
stragsy | 

ertrapped I head one of hem x3. 








se cls 1 the opening hot me of te men prob 
Bol ceed nnd patel 
Petssned: dened ors few hows, When 
donned omy rica the sor 





“roasng ridges ram across te floor 


"Four of the ‘each bad opening about 
wo wed dal fet in daar The ith pasos 
‘was wider an a Fle caller Crawling down these 

T determined that each was of «differ 
(ith) ran abou sx feet 
‘nan about tn feet. Etch 
‘ended in solid wal, 


Before long, the thowghe occurred tome that 
the cave resembled a hand. The centil chamber 
formed the palm; the ridges pal lines; the five 
passages Fingers 

7 elt emptied to renin in the cave, That it 
offered protection and sanctuary was reson 
‘Snongh bur something ese, perbape the sane 
force thar dem me to tbe ave in the ist place, 
id re sa 

“After wo days of examining tbe cave's fee 
tues, Topecolated that che chamber as actually 
the imprint of someone’ and, and that the bil 
formed ana fone sae round Pa 
Jeeps, I nused ily, one of the gots once crust Bs 
‘hand ito chs bil (Outrageous, yes—but are 
«ono ough hon las) 

"After seven days my injuries had healed som 
piaey-—ot three tines the wal rate. And bythe 
Ed of dat tie 1 esas surely aT kre my 
Son mame that 1 rested in apace of peat 

fe Mebbuight bod beckoned me hither and 


me wn in 

Bur ny rotted tended when com 
cred the cave, I Kaew that I tespased in ener) 
territory, that soldiers waited or me throughout 
{Be province, shat my fe was fork ihe fund 
fee And They that my dvindling provisions 
trou ot laa forever: 

‘conceived 0 plant had no logical reason 1 
beliene i could gov, but instinct wbispeed it 
Sould evade ral mucho bad no 
ere ei pics rnd fi 

‘perhaps I could make 9 safe escape 

Ps took ere! 

ine, Racine tious the mist 
SR eluded my ‘captors and reached, 
safe avers, Bu ver since the mit closed 
ebind se, Blocking she cove from von Tate 
sever again been able find te stone pale, 
itera the writings of Laure the Mist Maiden, 
‘Sea 1472 Haclyn's Count 





——— 
When Ceri’ true cbldren rely roamed ber 
fires ond plata re could woe ove mage oxy 
there Or ances resided meta ro fo 
important thn ur flowed trough tem and 
tnd sem, tht he ot nt i 
ing the land's arcane secrets. The greatest Sid 

‘wz sued the pty of messin ond mec 
net deerme th sores of ance stean and 
TG ekance af mip ae mothe tet rated 
Sr chatinls of mage ane ebb bc rae 

though then ouered wits eres pore The 
eee fia ly lesb stretched fom Cer 
oldest forests to ber farthest shores, 

Tien the humans browpB destruction to our 
betel word ith thet ney wer Te ene 
lysm that oblizerated Deismaar so distressed the 
land that many tey lines olla Our wizards 
trie ta veforge tbe lines, bul the land bad 
‘banat Soe mach, We bao pate 
tothe muse ofthe riven wind. rocks, and tes. 
Meanwhile, human wizards discovered for them- 
sales te sce of forging ley Uns 

Now we compete with humans for land and the 
“right” to forge ley lines through it, But we know 
aruths they do not. hepda castes lpr 
‘cyt cate, abba ba may fed 
itt place. eh it ony 
Joring, the Delamaar eataclyim 10 dlarupted 
mebhaigh! chat it us not yet fully sertled. 

Human wicards think they understand 
mebhalghl They think thts god give them the 
power 0 commana magic, and that ley lines can be 
Foraed i places where thir gods once waled tbe 
{arth By ox ban lesa ephemeral 0 et 
understanding of the world is superficial. Only the 
Slhelien,wbote memuris outst Bumon eis 
ten, hoy tbe tn bab be ance pas 

ory Ul by hen oll to te pupils 


Sear 











zards who control sources of me- 
aight can command reales magic 

the most powerful spells known to 
hhuman- and elven. But to cast realm spells, 
a wizard must be in province where he holds 3 
source of the appropriate level—unless he has 3 
‘means of accessing mebhaighl from afar 

Ley lines provide that means. These mysti- 
tal conduits allow a wizard to tap a source 
from outside its province—to import me- 
bhaighl from the place where i collects to = 
province where he needs it, 

For example, perhaps the Lord-Prince of 
Aviva finally grows weary of Altane’s threats 
lipatngt his state. He asks bis court wizard, 
Rahil the Falcon, to cast demagogue in Adaba 





to incite unrest in Aftane and distract the Red 
Kings. Demagogue requires its caster to hold a 
source (3): Rah controls qo sources in Adaba, 
He docs, however, hold source (3) in the 


== ley lines 


Acvan 
Kouie It Rab 
forges 2 ley line 
Irom Kiwi to 
from Adah to cast the spell 
"The ley line creates 2 magical link between 
two provinces. A wizard can fonge ines from a 
province in which he holds a high-level source 
{oone in which be holds a low-level source, or 
{0a province in which he holds no sources, He 
can also attach ley lines to other ley lines 
Each line provides him with another place 
where he can access his source's mebbaighl, 
thereby making realm mogic more ‘portable. 
“Most regents consider ley line an essential 
clement of their domains and incorporate 
‘hem into fong-term strategic planning 
oowiard regents, who cangot themsely 
forge le lines often guide their court wiards 
development af ley line networks 





creating and 
using ley lines 


ley line requires a significant 
[mount ofa wirard'time and resources. 
The greater the distance between the 
source's province and the destination province 
(terminal province’), the greater the Cos 
site es rages org ys 
i's mebhaigh allows mages to forge ley 
from anvwhere on the continent, most wizards 
prefer to perform this action while inthe source 
Brovinee During onesmonth period (one 
‘ction round), the wizard prepares to forge 
line by collecting spell components, al his 
‘ental energies with the mebhaight of 
provinces, and (if le) visiting the two. 
Provinces he ‘to magically link, At the 
ond en toe ie Sear eee 
tudor lcation where he can compete 
the forging undisturbed. 
(Fhe's the source 
province, the wizard = 
‘sully will goto the” © 


ania 
ee ee 















ee ter oe 
through the land. 
“This period of concentrated effort lasts 
‘three hours. Wizards sometimes 

‘oF trusted friend nearby, as 
‘walnerable. 


scours: the wizards forging tem falls. (Note 
that this succes or ale s determined by the 
spel th acon 
ong ey line cons the wizard 1 Regency 
Point an | Gold Bar per province crowed, not 
inating he ores pene There, ey 
inc between neighboring provinces (sich a 
Rocsone's Abbatuor and Buerlin) costs 1 RP 
And 1 Ga line between Abbatuor and Edin 
{crosing Ductin) cont? RP and 2 GB. 

When determining the numberof provinces 
croc players sould consider yin 8 
funding rom the approximate center of the 
ource province sraghe tothe approximate 
enter ofthe terminal province. In most cases, 
drawing {rom center to center saves P 
money and Regency Points. Howeve 
straight ine doesnot always work to the wiz- 
Ande advantaye. Sometimes it may be more 
txpennive to draw a straight line from center 
focenter—not to mienlon more dangerous. 
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additional L RP and 1 GB for the ley line's 
forging (aot 1 RP and 1 GB per bend, just per 
ley line). Elves, because of their harmonio. 

‘with nature, can forge curved ley 
Tins 2t no additional cost, 

‘Ley lines can he forged across bodies of water, 
bt they can eaten no longer than 150 miles 
‘Refore terminating ina province on dry 

‘A wsizard’s success ot failure in performing 
‘the forge ley line action is determined by the 
usual 1020 success roll required for most 
Actions. The required roll can he modified by 
RP expenditures made by the PC and other 
inyolved regents. Because forging a ley line 
Increases 4 wiaard's power and influence in a 
province, other wizards naturally have a sak 
fn the success or failure of the attempt, T 
forging wizard can be opposed or support 
by any wizard who holds a source in the termi- 
nal province, the source province, or any 

‘which the ley line will pass, 
{For more information, see "Resolving 
“Actions” in the Brariqnicier Rulebook) 














ancient ley lines 


A.very small number of ley lines used by the 
‘eves in the centuries before the Deismaar cata- 
‘lyam remain. These lines extend only from 
provinces with high magic potential (6 or 
above), and almost exclusively from caer 
‘bhaighlien (sources that no individual can con- 
{rol}, In rare instances, wizards have discovered 
that one of the sources under their conteol is 
‘connected to 2 ley line not forged by mortals, 

Those who actively seck these ancient lines 
seldom meet with success, for they clude 
detection spells. No one can claim or control 
fan ancient ley line, for it helongs to the land 
itself. (As a result, these lines require no main- 
tenance.) But those who stumble across such a 
fine can tap the mebhaighl coursing through it 
to cast realm spells—regardless of who holds 
the source from which it extends. 




















it. Nor has anyone been able to extend! one of 
the lines, Not even elves can affect them. 


using ley lines 


‘Once a ley Tine has been forged. the wizard can 
«at realm spells inthe terminal province asi he 
hel «source there, When he summons me- 
bhaigh! coward himself i9 preparation forthe 
spell he draws through the ley line from the 
source province to the terminal province. He 
an thas cast realm spells requiring sources up 
‘the level of his holding in dhe source province. 

For example, refer to Map 1 (page 25), 
thich shows part of Anuire’ Southern Coast 
‘where Roe sontrols# source (2) in 
Abbatuar, a source (1) in Alamier, and « 
source (0) in Thien. If Rogs forged » ley line 
from Abbatuior to Alamier, he would he able to 
‘ast realm spells which require a soutce (2) in 
Alainier, And, of course. he can still cast 
source (2) realin spells in 

"Note that ley lines do not make source levels 
<umulative—Rogr cannot cast realm spells 
sequiring a source (3), Nor can he tap the 
Abbatuor source in Bracme or Hlien, two 
provinces through which the line passes. He 
can tap the source in only the terminal 
province and the source province. (To learn 

a Rogs ean arrange to tap the ley line from 
Beteme or Hin, see "Hooketps” below) 

‘Ley lines work in both directions, If Rogr's 
Abbatuor source were contested and there 
tunusable, he could use his ley line Uo tap bis 
source (1) in Alamicr and cast realm magic 
Sequirng «source (1) ia Abbatuor 

Wf source ever drops to level 0, ley lines 
that originate from i disappear 














connecting ley lines 


Often a wizard wil want to expand hie 
sphere of influence by connecting new ley 
lines to an existing ley line. Hee may do #0 t 


lap his source from a province: « 


even farther away than the original terminal 
Province. oF 0 “hook up" provinces through 
‘which the existing line passes. These two typet 
of connections are made through additional 
forge ley ine actions 


hook-ups 


Recall Rogr Aglondier’s Abbatuor—Alamier ley 
line. Right now the line passes through Braeme 
and Ten, but Rogr cannot tap his source (2) from 
cither of those provinces. If Rogr forges another 
(very short) ley line—from Ilien to the existing 
line—he can "hook up" Mien to the line and tap 
the Abbatuor source from there. In a 
action round he can forge a thied ley line—from 
Braeme to the main line. At the end of three 
‘action rounds, Rogr can access his Abbatuor 
‘source from three other provinces: Alamier, 
[Bracme, and lien. (Refer to Map 2, page 28.) 
Because hook-up lines doa't cross province 
boundaries, they cost 0.GB and 0 RP to forge. 
The wizards only cost is the use of an action 
to create them, Forther, because these lines 
‘merely grant access to a ley line already pass- 
ing through the province, the success roll 
receives a +43 modifier 


extensions 


If Rogr wants the ability to tap the Abbatuor 
source from all of Medvere, he can forge yet 
another ley line~this one conriecting Cacrwil 
to the Abbatuor-Alamier line (see Map 2). 
This line crosses one province boundary and 
osld therefore coat Roge LGB, 1 RP, and 
‘one action to forge. It receives no modifier to 
the success roll, 

‘Note that an extension isa separate ley line 
unto itself; it does not become.part of the 
original line. 
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ley line networks 


Alley line network is 2 series of ley lines set, 
up in multiple action rounds that allows a 
‘wizard to tap his sources from many difer- 
ent provinces. When a wizard contrals 
Sources jn several provinces connected via ® 
network, he can access any source (pro 
vided its province is hooked up to the net- 
‘work) from any terminal province. 

Rogr's actions in the previous examples 
have created a small network that he c 
build o9 in future domain turns, Fog furth 

‘cussion of ley line networks, refer to the 
“Strategy and Tactics" chapter of this book, 











bookkeeping 


Any player of a wizard character will need t0 
‘carefully track ley lines and hook-ups. This 
‘might be most easily accomplished by laminas 
{ng 2 map oF sipping i into a plastic sheet pro- 
tector and using dy erase or water erase marks 
‘ers, Using diferent colors to designate separate 
ies lines or hook-ups is recommenced. In any 
«ase, ley lines ate likely to change throughout 
the course of a campaign, so players will want a 





‘ethod that allows for Nex 
maintenance 
Every domain wen, wizards must pay 1 RP 





‘per ley line (regardless of length) to maintain 
their lines. This cost represents mental energy 
the wizard must expend to keep the ley lines 
in place. Each hook-up o extension counts a 


a separate ley line. 
to pay the line fades back 





Tea wizard 
into the earth. However, he can attempt to, 
reforge it within one year with a +1 bonus to 
his success roll. 

Rogr Aglondier's network comprises four 
ley lines and therefore would cost him 4 RP. 
to miaintain: 1 RP for the main ley line from 
‘Abbatuor to Alamier, I RP each for the two 
hhook-aps im Braeme and lien, and 1 RP for 
the extension 1o Caervil 


hide-and-seek 


‘ecause ley lines hold strategic impor- 
“ance for regents, wizards at times may 
Ineed to locate the ley lines of others— 
or protect their own lines from rivals, 








optional 
maintenance rule: 
power-up 


bei isin a 
Decseg ire ae 
ever, lots Rederiet 
Se eee 


roblem for landless 
i bue do noe rule 
‘tren 


eho, cantral sour 
“pro se they 
_ Regency Points than do other regents. 
3 optional powersup rule allows DMs 

1o make life easier on regency-pocr wie-| 
ards, Under this rule, wizard maint ley 
linen at thet own discretion, on 
whether the wizard wants £0 user 
‘emmight wont to urea ley lie during a 
particle domain ra, Waar pay thet 
ey line maintenance before the action 
rounds of a domain turn—so Using the 
powereup option requires ag 
Sn the VC's part. The wizard decides at 
ih point whch ey inc lai hooks 
‘ps) he wll activate for the entire three: 
‘month tuen, Then he pays the maintenance 
outs for those ley lines and no others--but 
ihe can use only the ley lines that he bas 
povered 

or eximple, if Rogs anticipates a peace- 
ful season with Medoere but suspects teoo- 
ble may’ he brewing in lien, he may elect to 
‘maintain only the Abbatuor-Alamier ley 
Hine and ke hookup to lien, This choice 
‘would save hiv 2 RP However, he woul be 
Unable to cast realim spells in Braeme oe 
CCaerwil should the need arise in the course 
ofthe domain turn, | 

ected tS it oge dries dation he 
conmected tof If Rope deck "7 

cond action rund th he wants to extend 
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finding existing 
ley lines 


‘Wizards cannot detect the presence of ley 
lines by merely passing through a province. 
Rather, they require the aid of magical items, 
antfacts, oF spells. 

‘Wizards using magical items to detect ley 
lines must he in the provinces in which they 
scek lines unless they use the sry realm spell in 
Conjunction with the item. For example, a wiz- 
ard who drinks a potion of ley line finding can 
locate lines in the province(s) he visits during 
the potion’s daration—a limited asea of effect. If 
the drinks the potion after casting scr, howeves, 
he can seek ley lines mach farther away, 

The Ring of Ley Discovery, should a wizaed be 
so lucky a» to obiain this rare artifact, can lead a 
‘Wiratd to ley lines unerringly over great dis- 
lunces. For more information, see the “Magical 
ems and Artifacts” chapter of this book. 

Ta line has been hidden, such as through 2 
‘mask ley line spell, the searching wizard must 
ast dispel real magic o wish to detect the line, 
1a formet line has dissipated of been sundered. 
the searching wizard finds no sign that existed. 

“These measures reveal only ley lines—the 
wwirard must make aa educated guess or use 
‘other means to determine who controls the 
lines and which sources power them. 





protecting ley lines 


Ley lines can be hidden, guarded, and bouby- 
Uwapped to deter other wizards from making 
‘hem targets of attack. Further, wizards can 
‘monitor thet lines for evidence of tampering. 
sapelie rile opal ak ta of Op by 
cast specific realm spells such as ley wap. 
sara: mask ley tne. protect ley ne Some 
Ut the rng of ey canals ad in the protection 
ae ine: Teac manana are re aly 
Anifacts™ chap : 





ems and chapters of this book. 
1 Cerilia, magic is power, When wizards 





‘wage war o cach other. they most often 

Battle not for land but for the ability s0 
Sontrol is mebhaighl ways to 
‘weaken a rival isto disable his ley fines. Ifa wi 
ard limits the number of provinces in which his 
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rival ean cast realm magic, he can reduce the 
‘ances of undead legions—or some other 
Stecity—marching to his front door 


deactivation 

‘A wizard can render aly in temporary 

tive through the realm spell deactivate ley line, 

ieall the wizand shoal! now the locaton of 
the line be intends to disable, le can, boweves, 

{cactvate line be merely suspects exsts—with 

iter chances of sasens, (See the Real Spell 

chapter hel pepae of Lares dey: sey i 
‘No wisard can ure a deactivated ine— 

including the person who forged it and the per- 

Son wha deactivated it, An ey lines connected 

io the affected line that are nor powered Dy 

Sources oftheir own also cannot be used duiog, 

the period of deactivation, Hook-ups become 

Insignificant Ley lines connected wo the deacti- 

‘ated line but originating n'a province in which 

the wieard controle source can draw 

Haigh from tit source to power realm spe 
Tor example, ithe Tigh Mage Asics dene 

tivated Roger Aglondices Abbatuor-Alamier 

Lie (ae Sap pe 39), hata would 

fave the folowing elects 

4 Rog could ast rea spells requiring a source 
(2) in Abbatoor only, because he could nat 
eves that source from any other pronnee 

4 He could cant spele requiring a soutce (1) 
in Caer because he has a source (1) i 
Alamier and a separate ley line between the 
two provinces, 

4¢ He could cast no eealm spells in Braeme. 

3 He could cast alm spells in Abbatuor, 
Tien, and Alamer bocahe be has sourees it 
thove provinces. However, his selection of 
“pels would be imited by the level of the 
Shurce in each province: 

“These effects would last until the end ofthe 

Spel's duration. At that time the desetented 

gy line {and aay other lines subsequently 

affected) would be restored to its original 
power and accessibility 




















sundering 


‘Sundering 2 ley line permanently cuts it in two. 
“Fo sunder ane, the wisard anust yur te loca 
tion. After choosing a specific point in which to 
sever the line, the wizard casts sunder ley 
hall: The 











a hook-sp, connesting ling, ar terminus (the 
joint where the line originally began or ended). 


‘Attose to points the breach stops 

Depending om where the line's sunderea 
and whether it had any hook-ups or connect 
ing lines, asunder ley fine spell Could cesul in 
{to smaller lines with 2 gap between them, 
one smaller line comprising only part of the 
criginal line, or the destruction of the whole 
Ue, Any remaining ines must stl be powered 
by at least one source or they dissipate 

‘To repair a sindeted lic, the regent forges 
‘new ley line in the place where the breach 
ecu This new le cots a separate 
ley lie, regardless of whether it places o 
{Section of what was once a longer line. 

For example, if Acliex sunders Rogr's 
Abbatuoe-Alamie® line a the border between 
‘Nlamier and Braeme (see Map 4, page 29) his 
attack achieves the following results 
‘The breach stops atthe hook-up in Braeme 

and the termins in Alamie. 

+The original line now extends from 
Abbatuo (source province) to Braeme (ter 
fninal province), with a hook-up in Ten 

+ The Alamict-Cacewil line remains intact, 
but is no longer connected tothe rex of the 
network, Rogr-can now cast only spells 
Fequiring a source (1) in Caer. 

+ I Teoge wants to repair the breach, he mast 
forge a new line between Bracme and 
‘Alamiet. His network would then comprise 
five individual fines (Abbstuor-Braeme, 
rneme-Alamier, Alamier-Caecwil, and the 




















them, sundering a 
ley line can still cause long-term damage: 
Depending on the location of the c 
ing the lost section with a new I 
increase the total number of lines in the net 
work, in tum increasing maintenance costs ln 
such a case, a wizard might choose to let 
remaining pieces of a sundered ley line diesi- 
pate, then relorge a new, full-length lin, 








teansfercing 
power 


1en a regent bequeath or loses Iie 

jurces, any ley lines he forged dis- 
ipate unless he transfers control of 
them to the new regent. Additionally. circum 
stances may warrant the need for one wizard 
to use another's ley lines on » temporary or 
permanent sis 














borrowing ley lines 


Regent wizards carefully guard the locations 
of theie sources and ley line networks, lest 
‘today’s trusted friend hecome tomorrow's bit- 
Serra: But occasionally a wiard hat «good 
reason for letting another spelicaster use his 
ley ines. Pethaps the regent finds his realm in 
4 state of emergency, of perhaps he needs (0 
teach an apprentice the secrets of ley lines. 
Regardless of the cause, the sharing af such 
power is serious business. 

‘A wizard can grant another wizard use of 
his ley Tine(s) through the ley ink action: 





- 
Ley Linke Success: Auto 
Type: Free Base Cost: 1 RP 

‘This action enables a regent wizard to ten)- 


ovr wanton sontel sfoa te mon to 
Sources and/or ky lncs to aneber rept wie 
td. Th lending visa cet apedly hich 
Source(s) anor ey hie) he intend nae 
meee 

"Tee boreewing wizard mist meet roa A 
tieria. First, he must obtain permission from 
the wizard who controls the Saurcetandigeete 
line(s) be wants to borrow. (This 
can be coerced.) Second, he must, have 
‘connection wth Coal con. 
Troling at fant one sour of eS ome: 
where bathe conten 

This action forms an immediate tink 
between the borrowing wizard and the 
“Sr ee ik ae for ation 
tounds, daring sich the loading 
nots the sed oes ad 
he nding wud sl retain como oh 
fakdlgs stl neeroie-he fue howto 
her Paseo heron Soa 

Soul the ending wizard wan to bea 
Unk befor the end Sts duration, he case 
so by performing another ley link action, this 


time linking himself co the holdings. 


= eS 
bequeathing ley lines if 
Whea a regent dies, or when he 
Canales coecet of SU 

tnoey of inwogre an 
on that seca 





wend 





octane ea 
mom 
to his! mite 














alternative 
methods for 
forging ley lines 
oma peaniabemas 
TD Sa ese Renae 
pean bowe oe 
papper ghee nin 
Poop icckenemsrernrtne 
Se oie fname eee 
Bai Setiice ita Sage ome rs 
{ma bre when comes tothe con of cre 
opine epee 
Rl irenereag pr lenpeg 


of these alternative methods for forging and 
‘oainaining ley lines, 


method one: 
discount maintenance 


This method allows a wizard to extend exist- 
ing ley lines without incurring additional 
‘maintenance costs. This results in a new 
omain action: extend ley line. The cost is 
LRP and 1 GB per province crossed, just 
like forging, The wizard adds provinces to 
‘one end of a ley fine but pays no additional 
maintenance costs for them: they become 
part of 4 single line. The wizard gains the 
ability to cast realm spells from the line's 
‘new {etminal province, in addition to the 
‘previous terminal province. 

For example, Rogr’s original fey line ran 
from Abbatuor to Alamies. Under the stan- 
dard rules, when he added a line from 
‘Alamier to Cacewil it counted as a second 
fine. Under this method, the Alamier-Caer- 
wil line becomes part of the first line: in 
tcher words. he now has just one line, which 
rans from Abbatuor to Cacrwil. He can cast 
| realm spells ina total of three provinces, hut 

hell have to pay maintenance costs for only 
‘ne ley line, As a bonus, Alamler acts as a 
‘terminus in the event the line is severed. Ifa 
.| rival severs the line, the breach would 
| spread only as far as Alamice (regardless of 
where the line was cut), 











‘Additionally. this method grants wizards 
a discount when adding book-ups to theit 
ines. Wisards can create up 0 five hook 
Ups with a ingle forge Tey line action, a 
Cost al LGB, plus T RP per hook-up, The 
traintenance cost for hookups in 1 HP pet 
Five hook-ups. 


method two: 
power forging 


‘This system saves wizards both money and 
time by not only reducing maintenance costa 
bat also cutting down on the number of 
action rounds needed to build a significant 
ley line network. 

‘As in the standaed rules, ley lines con- 

nect two provinces, and any number of 
Drovinces can Tie hetween the source 
province and the terminal province, How= 
rer, under this method wizards cam acc 
the mebhaighl flowing through a ley line 
Irom any province through wBich the line 
‘pases—no hook-ups required: 
Further, any line a player can draw on the 
map without lifting his pencil is considered 
fone line, and it doesn't matter whether the 
ling is steaight or curved—the PC incurs no 
additional cost. It also doesn’t matter if he 
‘karts with a smail line and addy on to it 
Tater—its stil just one line, 

‘Thus, if Roge forged a ley line trom 
Abbatuor to Caerwil—passing through Hien, 
Frseme, and Alamier—he would have the 
ability by Use end ofthat single action round, 
to cast realm spells requiring 4 source (2) in 
all ve provinces. And the line would cost a 
‘vere 1 GB per domain turn to maintain. 

PCs should, however, beware forging enor- 
mous lines that snake through half the 
provinces in Cerilia, A one-tine-does-it-ll 
pian has serious strategic weaknesses, While 
this method allows a PC to forge a powerful 
line quickly and with little maintenance cost, 
such a line is very vulnerable, A rival needs to 
binder the ine in only one place-anyubere 
along the line—and the whole thing dissi- 
pates. Better to forge multiple lines: The 
Extra expense buys security 
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a ae 
Today in Roesone's court I caught a glimpse of 
the High Mage Aelies. Though shore in stature, 
the power he wields made fim seem to loom over 
tus, knew, as T watched bim enter the roore. that 
someday I wanted to achieve what he bas 
achieved to at once command the mebbaisht of 
Cori cd the respect ofits rulers 

“your PC wizard 





Cea 
peterson mars 





its magic; they can use their spells to wage war 
or bring peace, Which path shoulda player 
choose for his character? 


the footsteps 
of others 


ometimes the hest way to learn is by 
‘example. The following characters (whom 





might recognize from other 
Brninicitt products) ate spelleasters of great 
influence in Cerilia. To meet one is to have a 
brush with power to sty under ne the ed 
cation of a lifetime, Ina way: that isthe apport 
nity we offer here—an introduction to these 
Tajo mages chance fora player to ear 
from the stecesses und failures of the masters 
‘when planing bis PC's own rise to glory. 


high mage aelies 








‘tothsovelhalfelfwisard 
Ss 15 
ce 
2 
i 
13 
16 
AL 
AC: 765) 
" 
MV 2 
THACO: 16 
wr 1 
Dmg: 146-3 
cepeer +3) 









“ee 


Bloodline: Voryna. major, 36 
Blood Abilities: Protection from ev, blood- 
‘atk (alightoing bollahaped birthmark on 
Fis right should) sigs 
Spectal Equlpmeat: scepter 0, rng of prove 
toa 9, ah of daplactnen oon of dng 
in. and of magic mises, name 
ts potion tad rls 
Spells Usually Memorized: Audible glamer 
trond anmoe danig gh ore 
frat litera. proved pata fore 
of ethene pee fa toa 


improved invisibility, phancasma! killer Sef 
pate shadowey distinction, shou: avoidance, cone 
of cold. distance distortion, fecblemind, sone 
shape: ancimagic shell, death fog, eyebite: 
resis magi: Pay object 














Description/History: The High Mage Arties 
first mentioned in the Ruivs of Empire hook of 
the Burruumattt boxed set, is a Mawk-nosed 
rman with stern features, His Jean (eame hay 
been scarred by mas ees and ah 
anending thirst for mone magic. Stall for a 
hali-elf, he stands little mare than 3 feet, 5 
liches tall and weighsabsat 130 tbs, But even 
thoxe who da noe power recognize 
‘his confidence and Jemeanor: Aclies 
commands respect, and often deference, 
nearly everywhere he travels. 








Rogris a 


whilethe High Mage 





High Mage Aclics: apparently 
immensely powerful, and cunning in the 
extreme, Buton closer examination. the com- 
petition hetween the two. 

‘is stll a gross mismatch. 

Why, then, does the High Mage permit 
Rogr—oe anyone else—to develop sources and 
‘other holdings in the area? 


the high mage’s strate 


Aclios values knowledge and powers the high- 
‘est of commodities, He seklom worries about 
‘material passessions (including gold), prefer- 
fing to leave those concerns to his leutenants 
and sometime allies, Aelies isa truc lawful neu 
tral character—he respects treaties, alliances, 
and contracts to the leer. He depends on his 
‘businesslike honor to see him through crises 
and lean times much as he depen om his wiz- 
‘edly power and potent spells to see him 
‘hough physical or magical challenges. 

(Ava rest Aas ses no protino non 
edge gained, no real power accur by 
eliminating “Iriendly” rivals. (Aelies delines 
Iriendly eval ay one who does not try to take 
shat Aeties already owns.) The high mage 
slowly accumulates more sources (or improves 
the strength of those he has) while gradually 
sowing in power and knowledge. He recog. 
izes the fact that his elven heritage gives 
1 certain patience an unbueredness-that 
both helps and hisders the achievement of his 
onls, He can afford to wait until an uncouth 
be unpredictable rival makes a mistake (or dies 
ff old age), but he also has « hard time moti- 
Vating himeelf to frenetic activity-—as pure 
Inumanity has abways been able wo do. 1f Actes 
acquires one new source every five years, he 

’ ‘would consider that lightning pace. 

‘élies also recognizes the value of patience 
anil elit: There ave ben no serous chal 
lenges t0 his power in over 100 years. The last 
‘ruc enemy Addie had seas the Countess Adrien 
Rucll—a wizard who tried to use sorcery to 

Ther realm the center of a new Anuirean 
The countess saw the high maye's 
holding of power as 2 threat to her 
sought to climinate Aclis, In the end. 
hastened the demise of her would-be 

‘ (as well as hers) 





ies 























4a violation of unspoken and spoken treaties, 
‘and eventually combined their power to elimi- 
mate the rabil wolf from the pack. Aelies, as 
always, assisted his allies in their endeavors 
bbat never once reveaied a passion one way oF 
sanother—he simply did what was necessary: 
The high mage is a builder and a fortiier. 
His sources are all connected by ley lines 
aand—as unfortunate challengers might find— 
hhe has trapped and protected his sources 
and lines. When Aelies establishes a new 
Source or forges a new ley line, he acts oaly 
with careful consideration of the conse- 
fe knows what he is doing when he 
val, but ¢he rival may not 


















though the realms 
Tien generally feel threatened by the power of 
‘Ghoere, Aclies seldom helps them enough 
get the Baron of Ghoere angry at him—and 
Aclies will even do occasional favors or per= 
form paid services for Ghoere. 
“The wicard seldom uses his spells in armed 
Mage generally assumes 
that when two realms go to war, they fight 
‘over a mundane conflict not worthy of his 
lterference. When he does choose to become 
Involved, however, he holds nothing back. He 
reasons thatthe side he doesnot support will 
ved 




















Srop out of sight (on the political map of 
‘Anuice) for months or years at 2 time while he 
devotes himself to 2 personal project, He will 
fot neglect commitments oF tevatien during 
this time, but he may find himself so absorbed 
that he the state of his own holdings 
As aresult, Aelies leaves his usually human 
‘retainers to manage his domain. This practice 
‘has, on more than one occasion, led to the 
‘high mage’s loss of entire sources or ley line 








settorks, Actes tends to forge, having been 
alive for hundseds of years, that every histy 
Years ot sae has tain» whole ae set of 
Teutenants—some of whos ive 
the same capabilities as their 

“The High Mage Actix could thus summa 
rice hi strategies 

“Accumulate enough knowledge and 
power to be respected, but not such a repur 
tation as to be overly feared, To dos, build 
‘oli, easly maintamned networks of beidinge 
find ley lines and do not ry to squash every 
potential svat who comes down the rou. 

‘Be patient. Even if you are not immortal 
‘you have time on your side, Wizards become 
‘nly mre powerfal and kowedgeable with 
lime. The older you get the more power you 
de likely to ave accrued. Trying to achiewe 
{bo much too quickly will only make your 
neigh ners a 

Be honest—scrupuloaty honest, Full your 
contact tthe eter of ood fh Take no oy 
inoutamarsing or cheating a supposed aly 
Today's financial or political voup may become 
tomorow defeat Full agtecsto 
tantric or treaty makes yo look good: be 
ing even an unfalr contract makes others less 
wil to megorate with yo inthe ft 

Form alliances hut not unions, Siding too 
‘often with onesie ia conflict oe one part 
lar ruler io a acea may associate you nav 
ably with that power, Enemien ofthat ruler 
‘become your enemien, beeauae they se yi! st 
sting in that een favor 

‘Obtain trustworthy and competent lew 
tenants, Many ofthe things wizards do can. 
not be done by anyone esc and take time and 
feat effort, Also, you may be called oa to 
enue exon aay in sears 
of knowledge A powerful wizard needs people 
‘vo ca fll his contracts with other ents, 

















learning from the 
high mage’s mistakes 


Aclies isn’t perfect—or infallible, PCs who 
‘sud his methods can also learn whatnot to dos 

Do not become so concerned with the pur 
sit of knowledge or power that you forget to 
protect your interests. Aolies his » long life 





‘span.and has achieved a very high character 
level; be can recover fro s S 
Mortal and lower-level spelleasters 


‘might not pet a second chance. 
‘Pick your fights. Though Aefies isn't proud. 
of the Liet, he has mado afew enemies over 


the years: Fortunately, he has been able to out: 
last or out-cast them and he’s survived—but he 
fas paid a price more than once. 

If you desire larger domains or rulership 
beyond Actiev's scope, you might have to 
‘choose a permanent ally or two. Actes has 2 
jgood, sold domain—but after several centuries, 
it could be a lot larger. Part of the problem 
‘might be the hgh mage’ reluctance to form per- 
manent alliances or enmitics. 


quicad al-dinn 


Libstevet renegade Khimasi necromancer, 
"The Shame of the Souiblands” 





















Ss 3 
D7 
16 
18 
18 X 
ry 
ALN 
AC: 2 
‘hy 7 
My 12 
THACO: 15 
wr OY 
Demy: 1d6+1 (staff +1) 


Bloodline: Basa, ajo, 3. 
Blood Abilities: Alertness, divine wrath 
resistance (major). 

Special Equipment: Staff 1, be of 
























Description/Hiatory: Quitad al-Din, men- 
‘ioned in dhe jure ighlind catpaign expan 
toasts ince ee ge nee 
‘man on the run. He refused to 

the Temple of ln and take the Fie Oaths 
‘required of Khinasi wizards; he therefore has 
been sentenced to dic. The 37-yearold rene- 
pide stands fat shy of 6 fet and i Of medias 
Fila: His striking facial features are easy €0 
semen hoger: pre nto oar 
‘ete blood ability ead polymorph self spa 
prabahly woold Rave Beea found long agp 


al-dinn and the five oaths. 


Quirad al-Dinn bean his studies as an appren- 
tice 10a well-respected sorcerer in the ety of 
‘Adah ip southern Aftane, He was an apt ate 
dent, often praived by his teacher. But when 
the a ‘are fr him Bain i 
tae tmp ak iog balked tthe prespert 
ive Oaths: 

ep oy the toed fb ofl ale of 
‘the seate, AL-Dinn had no qualeys with this 
nth Tho he personaly didnot ace with 
many rule I his power as a wiz 
‘would allow him o change oe iluence Taw 

i Quirad 

nt this oath i necessary. To 
most Khinasi wizards, preserving knowledge 
tmeans sharing tthe more people who kaw 
something, the leas chance it ha of hecoming 
toat The future “Shame of the Southland 
however, was always eiecumspect in what 
Inowlcage he would share with ethers, 

‘Neverio value band against wnother mage 
swum 10 the oaths, except ax conemied by the 
liege in lawful war. Because this oath meant 
other wieards could not attack or harm Kin, 
-Dinn was allin favor of this commandinent 

Never tote mai to ruse or communicate 
vith the deed. This oath was a Dion's dows: 
Tall, Despite the taboo against nectomancy i 

















ett oho tert 
Reese Nie eg Eee 

eee 
patches er 
ee 
and became obsessed with the idea of revivifi- 





fe enh peor ragrigted 
‘Oathe. This view might be accurate, but more 
likely Quirad simply lew that his oath would 
Ihecome his death’ nothing is more 


froraorand 
Important l-ina shan ht own sural, 
Contrary samme romautic accounts, 

‘Qua Dn i not challenge the rigncet 
so ta Fife Cathe tact elnttng ores 67 
them—escape the Khinan lands through his 
(evn wis and courape, Rather, the soontibe 
Shame of the Southlands bundled wp afew 
ponessons and eft his masters hone on the 
Fave of going on he plgroaps, Betts ays 
frew into weeks, and weeks into month, 
‘Seirad never arrived atthe temple, tntend, 
Seed north to Rk 

oop etn an decent 
sider ofthe Temple of Rilo peed him ander 
Sn immediste death sentence that could be 
Caeuted only i shDian nepcerad ome 
Stel before a coun ef wiarda pled 
for mercy and swore t he Five 
Gath: tine for supllestion 
aston since capac 


As 











37 










At frst alDing ro survive in the 
highlands aed forests of unfamiliar territory 
and an unfriendly climate. Soon, however. he 
‘established a base of operations for himself 
‘where—through self-study, research, and 

jentation—he improved his mastery of 
spelicasting and control aver several of the 

s magical sources, 

Hunted and feared, the cenegade wizard 
spencls most of his days in Rjuvik. He some- 
times enjoys the company of Adriala, = mys- 
Aerigus sorceress who also controls several 
magical sources. Quirad is smitten with the 
woman, who is nearly his equal in magical 
abilities. It is, however, # tenuons relation- 
‘hip! Sometimes the two are rivals pursing 
the re goals oe magical tems: sometimes 
they cooperate. Bath keep their origins 
secret rom each other and outsiders. 

“Together, they protect their home with a mall 
force of corpses they gathered and aised. Bod 
Jes of orogs. humans, and dwarves, the undead 
force keeps travelers and wanderers al uy: 








staying alive on the bull's eye: 
aldinn’s strategies for survival 


Quirad al-Dinn is about as chaotic and ego- 
Ree Meese oer cales tags ot 
is He sees ering el prone he 
oon ec tcl tc ba oer ts a 
toa goal-—with the possible exception of his 
sometime lover, Adriala. Even she gains entrée 
‘nc he worl ony congo hoa 
is power and fulfils bs peed 
“Sad bees ha cher think as be doe, 
betotee ry oben comyene bea 
Be totais eros pak bp eee 
Srey see=mannition std set serog 
eg eee a ey 
Caejoren csi rent 
ishness or veiled manipulation in its 
ean Atak ook 
Sotelo 
Salan! menelce is 
= athe Cate 
nga thy sak 
\ nanoee 





Cn 





because he i living example to their hypocrisy: 
‘After all, he reasons, no evil has come to him 
because he refused to swear the oaths. 

‘Al-Dina is suspicious of those around him, 
‘on occasion, he even believes fate and circum- 
stance conspire against him. He sometimes 
Comes up with convoluted schemes to achieve 
simple goals because he always secs a third 
party ready to act against him (whether or not 
‘that perception is accurate). In Rjurik, where 
wizards are regarded as ceates to be su 
pecled. this deviousness has served him more 
‘item than noe. 

As aman on the run and ter, witad in 
hiding. al-Dinn spent many long hours devise 
ing plot and plans to ensure his survival and 
increased power, Sometimes his nature hax 
interfered with his own success, but for the 
most part he has made few costly mistakes. 
‘Quirad al-Dion would summarize his tactics 
2s follows: 

‘Use, use, use. Everyone and everything you 
‘encounter can be used to your advantage, 
Most people will let you use them—nay, 
‘encourage You to use them —If they think iin 
they who will benefit. Those who object to 
being manipulated only despise you because 
they are envious of your power and abilities. 

IE possible, prime your “tools” for future 
use By greasing their gees, Give those you 
‘manipulate a Kittle of what they want, hut do 
fot give it all. String along a pawn find out 
what it most wants, and give ita litt 
more. If you ever give the object of your 














‘manipulation what it wants, it will abandon 
‘you, Gratitude is a fleeting emotion: you do 
SS ner eee 
thing they want, or they will set new goals— 
‘ves that conflict with yours, 
Be aware of outside manipulations by 
those of equal power or position, Sometimes 
‘wish to go along with another's 
‘manipulations because you can get something 


‘you want. Do not allow yourself to be drawn 








too deeply into another's web, howeyer—whea 
‘ou start substituting your will and desires for 
‘that of anather, you are on the road to ruin, 
‘Your domain exists for your use, Do not let 
‘others think vou owe them anything or that 
they have a hold on vou. Treaties and alliances 
can be made, but they are made to be broken if 
they fase toe lou. Do aot bina yourself with 
‘oaths Ortreaties because they give others hat 
dle with which f0 steer you. Consider careful 
lore drying your domain—ifyeu assume 
the ridership ofa law or guild holding, you may 
have greater influence and resources hut your 
responsibilities will increase geometrically. 





Eplne the boundaries of yous seers 
and try to surpass them. Do not subscribe to 
the limitations of the weak. If another sa 
something is impossible or immoral, that is 
because he cannot, oF dares not, perform the 
eed himself. You can pretend to allow him to 
Influence you, but always explare the “impos- 
sible,” Your morals and ethics are yours to 
decide; let no one dictate your thoughts oF 








learning from guirad 
al-pinn’s mistakes 


‘Much can be learned from studying al-Dina. 





‘cunning or clever person can benefit from 
duplicity: Quitad a-Dinn leaened much dur- 
ing his apprenticeship and afterwards 

Sepreyed on the Khinasi confidence in custom 
and tradition. His teacher and the temple 

ders weee wo certain that any wizard study: 
ing their ways would not shirk from takin 
the Five Oaths that they ignored the 

Dinn's disturbing nature and propensities 

‘When he betraved them he escaped their js 

tice—but now he lives in exile, envio of the 

rewards reaped by those who remained f 

ful, and beating 
Not everyone thinks the way you do. If 

one selasered or se-erving na our 

lang that selfishness wil hecome apparent 
to those who hold thersselves to higher san- 
dards. Soon all your plots wil have the same 

‘Thaw: If an enemy or would-be pawn can di 

Hegre rst ys be an om apr 

he can unravel of those plans 

“With ltde trouble. Besides, thove who seek 

“only ‘ain and srve to manipulite eh: 
‘5 ofte fll into the trap of being manipulated 
by their own desites and suspicions, 

All power has.» price. So far, al-Din has 
paid for his extra “reeeom” by losing his horse 
{and and the tespect of his peers. He eventually 
{aay pay with hit fe hecaase he has rade poe 
trful, unwavering enemies, And rumors say 
that afin muay son pay a darker privet 
he coutinues to tamper with necromancy and 
the veil between Cetilia and the Shadow 
‘World, he could end up releasing more poster 
than he can conto 



































caliene llwelyn 


Wieandess of Grevesmit, 
Sthlevel Brecht wizard 





Blood Ability: Resistance (minor 
Special Equipment: six to eight scrolls 
(cethed spel), seven sssored potions, 
Spells Usually Memorized: Sle, 
“Print eo eat te 
wom svar fy 
Proficienclen' Staff Fice-ullding, Fishing, 
adn se, Saka, Siig 
Description/Alistory: Caliene Lively, mea- 
ned the Haves ofthe Great Ba cam 
ign expansion. is-4 young woman sure 0 
Reteelf but unsure of the fatuce of Greves- 
‘mahi, the domein in which ahe liven, Stall 
od slight for Brecht woman, the 26-yen 
‘ld stands barely 3 fee tall and weighs Ja 
od, She wears ber nd te 
a phe, sad drones in pain 
ceablg Mgthes. Callene it sety 
je aod surghisingly eloquent for one 























‘veins, the Winardess of Grevesmahl seems 
Intent on turning the rough wilderness ino 
Comfortable and prosperoas land. Unfortu 
fately, she has few alien in this cedeaver: Her 
fain nemesis, Calin Shacfpacte the Island 
Mage docs wnt he canto thwart her civiiz- 
ing attempts; the Duke of Grevesmobl, 
‘Shaemes Karlburgher, offers no help at all. 
Callene controls several of the cealm’s 
inland souscen, having iberted the Ort 
rom her teacher a few years ago and slowly 
Adding others to her domain, Cut off from 
ution early in her career (its aaid her 
former teacher fan afoul of the pirates of the 
Zweunde), Callene has «thes for know. 
ge but considers ber mundane pursuit to 
fetmore important a this ime 
Unlike moat regents, Calene Liwelyn has 
no permanent residence Technically dhe court 
‘aned of Grevesmohl she dadaios the cout 
Sith fervor matched ony by the des indi 
Terence to her exintence. Ava esl, most of 
Caliene'* magical experiments and research 
fre done "on the Toa? orn the wld. She par 
‘ularly favors the hills and wood of the Kal 
{og province, Since that ntea features «pass 
between Grevesmal and Ie eval Fijorig. Bo 
one stubs he there 
‘Callene iin to adventarers who prove 
themcives a friend to Grevesmaht. Those who 
would tame the wilds of the cea 
hsing the and find anata com this 
Tinprepesesting wisandes. If possible, 
Tiveljn wil help adventuring pares without 
their even knowing 
aL een fom adventuring soupy hat 
She fel she cannot take the ine to research 
fnd study new spells she trades information 
trassstance for new spells or theories, Just 
showing Caen s page of «wizards splibook 
‘llwin her over to one’ aide 
Fortunately, the wandering wizard has 
learned caution when dealing with strangers 
Gn varios occanlons Colin Shoefpacte, her 
neice in Rahley and Fijorig. and even the 
‘luke have tried to entrap, deceive. or elimi 
tate her, When she survives such am ater, 
Caliene becomes morose and fel het 
tlfiors at cizing the gion are 
froles, Wahi few months. 
eee a ack 
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the civilized course of 
caliene llwelyn 


Caliene wants law and civilization but knows 
She cannot impose either on a realm that 
does not seem feady fori. I her power and 
‘etermination alone guided Grevermuh, she 
rearons, the realm would collapse when 
Gther matters demanded her attention, 
Caliene has decided that she needs to help 
Grevesmtbl learn the lessons ofthe past by 
Setting an example and helping those who 
‘would form the future, 
‘Caliene could summarize her strategies as 
follows 
‘Operate behind the scones. There are 
\wiratds and other people more powerful than 
You out there. Every’ time you perform an 
Important action, you draw atiention to you 
sel. Ifyou can encourage and support othe 
{act cn your behalf or in accordance to Your 
‘wishes, you remain useful and inthe shadow 
Df their success 
Don't trust other rulers, Even if Greves- 
rah] were blessed with « competent and vise 
‘orous regent, Caliene would remain cautions 
lind aloot. The important thing is the realm, 
‘not the ruler, The people and the land can 
best be served by hard work andl anonymity— 
leaders are imperfect, A helpful hand at the 
Fight time is more useful than overt direc> 
tions. People chafe at strong authority 
the land and be willing to give a 
little to get a lot, Even though Caliene’s 
sources could benefit from the wildness of 
Greveamahl in much the way Colin Shaef- 
pacte’s do, she fs willing to sacefice so 
Potential power for stability: Certainly a wir 
ina Tawegs domain can tap teeter 
“mounts of mebbaighl hut moee things can go 
‘wrong with overt chaos than wil go right 
‘Keep moving and keep learning. Staying 
in one place, physically or mencally. leads t0 
Slagnation. Research can be useful hut hands 
fon experience is better You can better ascer- 
‘hin what is going on arouind you by moving 
ound the domain snd getting involved with 
Stnaller matters, rather than staying back in 
‘oar tower looking at musty old hooks 
information. As long 3s vou aze 
honest and generally forthright, you cannot 
reveal knowledge (o another that will come 

















back to haunt you, However do not give away 
information oy asistance withogt eeeting 
something in return Ifyou can learn about 
places beyond your homeland. you may be 
{ble to implement necessary changes In new 
and better ways, 


leaning from caliene 
ulwelyn’s mistakes 


Catiene wields significant power in Brechtir, 
bat te young woman could smooth her way 
by evaluating her methods and making a few 
changes 


Learn to play the court game, If Caliene 
‘were willing to make an occasional appear- 
ance at the court of Grevesmahl and attempt 
to get.on the current duke’s good side, she 
might be able to advance her interests, While 
she has quite a bit of magical power, ie is not 
the type necessary to achieve all her goals 
She needs ta cooperate with someone wi 
has political force if she wants to being civi- 
lization to Grevesmahl, 

‘Devote some time to research. Exchany- 
ing information and learning {rom others is 
‘ot discouraged; nor is traveling around your 
domain. But take time out to ponder what you 
hhave learned and generate some original ideas 
Ifyou can come up with 4 unique idea or 
process, you could have a distinct advantage 
‘ver circmstance or your enemies. 

Do not live defensively. Take action when 
‘situation requires it, Even if you lack the 
power of your foes. do not let them dictate 
the riles of your relationship. If an enemy 
wizard constantly encroaches on your 
sources, or a regent continues to rule up a 
province (and reduce your source in the 
process). do something about it. Do not just 
defend yourself but fight back—diplamati- 
cally, militarily, o magically, Make that per- 
son think twice about tampering with you 
‘gain, He might cum to easier prey, 


























the sword mage 
Tevet Vo wizard 


& a 
7 
16 
7 
ys 
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LE 
by 
hes 
My 2 
‘TTHACO: 18 
wrt 
Dmg: 14 (dagger) 


Bloodline: Vorynn, major, 42, 
Blood Abilities: Aver appearance, resistance 
Special Ea logh of rons AC 0 
ipecial Es of swords AC 0, 
blade of protection +2, blade of magic protection 
(srorks as cara of protection), blade of opening, 
(storks as chime of opening) numerous potions 
and scl 
Spells usually memorized: Burning hands, 
change self, magic missle, wall of fo: bindnes, 
Hlaming sphere, stinking cloud, web; fireball 








lightning bot, sow: ie storm, Shuefpacte's shad- 


‘wy distinction: cone of cold, summon shadow. 
roficiencies: Dagger, Saber, Reading/Weit 
ing Anuirean, Weaponsinithing. oe 
Description/History: The Sword Mage, first 
mentioned in the Ruins of Empire book of the 
‘Burruacart boxed set, conteols a wide network 
‘of sources and ley lines in the Heartlands af 

Anuite. The formidable mage is mysterious- 
none is sure of his age or whether the spell- 
aster is a man oF a woman. "He 














‘though some say he interacts with 
fiends who, if certain of his truc 
identity, could control him in 
return. The threat of death 

{or worse) keeps the curious 
from probing too deeply 

and the foolish out 

of the Sword 

Mage’ path. 


41 











‘The mage currently alies himself with Gho- 
fee and fs rler, the baron Gavin Tael. It isan 
alliance of convenience and lite interaction. 





Allows ideas of cones into his head 

Title i known ofthe Sword Mage's pas 
By the time Tae! realized his presence in Gho- 
tte the mage had already se pa power 
feries of sources and short, unchallenged ley 
lines Those wi have dealt with his describe 
the wizard as aggressive. sometimes bellger- 
ent, hut ot incautions. 

‘Many wizards, knowingly dr unknowing, 
create for themselves mantles of distinction. The 
Sword Mapes fascination with blades of all 
inpes ic hie mand He hav ethec manufactured 
Or otherwise procured may magical words 
thathelnues fo hi fy needed Als, 
bit roots inthe militaristic exiture ofthe Veo 
have enabled him tohecnme proficient atthe 


saber, a highly uhusual feat for 
‘The Sword Mae's cloak of pow 
‘erful magical ftem constructed of feawy fab- 


ic and magigally flexible swords that meld 
with the fabric, Each sword providles a new 
layer of protection to'the wizard’s person. 
‘Some specilate that he ance had the service 
of a fiend from an jo could 














magic and skill at arms (not to mention his 
items) to see him through any confit, 

“The Sword Mage is not above using others 
to do his dirty: work. His chief retainers are 
nary a feared ap Core’ ron Cua, Some 
‘bre dual-class fighter/mages, while others are 
Simply rogues of the highest order. These 
‘operatives achieve goals too petty for the 
‘Sword Mage’s personal attention, acting in 
anonymity if possible but revealing their 
nature if necessary Like the Sword Mage him- 

tiey with, 
i “openly,” each hench- 

ver cloth mask with a 
wg the face. They are sel- 
dom seen in this garh—but when they are, fear 
follows them. 

The Sword! Mage's “rumored?” ability t con- 
tact other planes and bring across fiends ax 
servants is genuine. He exploits this ability 
when necessary, summoning powerful beings 
to achieve his darkest youl 












the sword mage's 


double-edged strategies 

A powerful wizard with a warrior's heart, the 
Sword Maye’ tactics may seem more mune 
dine and direc than those of ether wards 
iar be maker up for hi apparent lac of 
cane iret witha cunit tht hee ih 
itpower ad comfortable. The Sword Slaps 
Stlepes canbe sammie a follows 

Fear of the unknown is effective, but fear 
of the known can be even more powerful. 
The Sword Mage’s direct approach keeps chal- 
Iengrs oh doorstep, Whe aes wizards 
‘come up with complicated, even brilliant ways. 
to keep rivals at bay, the Sword Mage s 
kills or cripples his enemies. Some wit 
‘might chink they can deal with the mysterious: 
Spaicaser= saga! rent bt the Swerd 
Maye brings thet own sortie ge 
wibnor dance the scame dace wha ello 
Practitioner: he at hil hin, 

‘Secrecy works to your advantage, No one 
nove the Sword Mages Wenig the wizards 
Secrecy Kepe eveyone fring wha they can 
Sousec, He could be snyehere, at ante 
End'se one would kao. Plus if hinge go 
Groupe See Mage cas of tel 
naif wotds and disappear A 1Othlevel 
‘ard especialy ane who appearance and 
Sex isunknown) who wants to say out of sight 
Spestey hard co indejunt ask those sul 
‘itching for Quad akin, 

Subtlety work. The uneducated dsmise 
che Sword Mages tactics draconian and 




















‘eseeigh ude ti noe 2 eh 
iiss Rogr Aglondier, Spider. 


practitioner 
was in town, bis network of sources and ley 


suds Srzound themselves with appreices 
And lieutenants who use magi. In seeking to 
‘rengthen ther arcane power and knowictge 
they ollen neglect other interests, Not 30 the 
Sword Magehe has recruited operatives 
With stealth and fighting ability (and some 
Maghcal talent). He uses them like the secret 
police fores af Ghoere, ut in pursuit of his 
‘wn agenda 








these occurences ax contact with the Shadow 
World or simply clahorate houses, The Sword 
Mage explored the rumors, made contact 
with otherworldly beings, and uses their 
lcnowledge and power to his advantage. Oth: 
fers could as well Even wizards not interested 
in affeworld exploration eould tap into the 
Ancient knowledge ofthe Basar (sid to sll 
xist hevond the nes) or even across the 
Straits of Aevele in the wide of Adana 





learning from the sword 
Mage’s mistakes 


‘Those who study the Sword Mage may come 
{o-the conclusion that secrecy and anonymity 
have some deawhacks: 

Mystery and reputation deive away as 
‘much support as they gamer. While the Sword 
Mage is considered nithless and brutal by most, 
other rulers of Cerilia with worse reputations 
have no trouble finding allies and vassals. The 
Sword Mage, a powerful wizard with much to 
fer we allatce, hay only ioo—an uneasy part 
nership with the despicable Baron of Ghoere, 
Others in Anuite might wish to alle with the 
Sword Mage if they knew a little more about 
hhim or if his reputation wasn so forbidding. 

Dieetness provokes directness. Two wiz 
ards jockeying for magical supremacy do not 
onerally affect the mundane world in ways 








that commoners or even other regents ean 
perceive. However. the Sword Mage's 
retainers, his fiendish allies, and the barons 
forces working in the wizard's favor all 
attract attention. As a result, when the Sword 
Mage enters into a conflict with another wir- 
and evervone sees the Sword Mage as a mare 
powerfal bully acting against a less powerful, 
‘elatively nonaggressive foe, This perception 
sometimes brings the challenger unlooked-for 
aid in his battles with the Sword Mage. 

‘Distinction breeds legend. Rumors and leg- 
‘ends about the Sword Mage fly around the bor 
ders of Ghote, The tales always portray him a5 
‘evil, cruel, and heartless —more so than other 
regents who have resorted to even fouler mea 
sures to achieve their goals. The Sword Maige fs 
Starting to attract adventurers and heroes who 
Toup fox the glory of overcoming the “er 
‘enchanter" apd ‘magical treasure: 
trove. The Sword Mage can use his fends, che 
baron’s troops, his retainers, and his own abil 
tiesto stymie and destroy challengers, but deal- | 
ing with them wastes his time and resources— 












tnd eventual onc igh wiceed 
caelcocwynn 
(Court Wizard of Rhuannach, 
{ible df woard & 
& oo 
B O8 } 
8 
rH 
mo 
& 
ea 
aS 
My 2 7 
THAco, 17 


rt 
Dmg: 14642 («taff+2) 


Bloodline: Anduiras, major, 22 
Blood Abilities: Animal affinity (minor), 
courage major). 


fear, baltusinatorytetin, plane growth: animal 
fprowth,fcblomind sning, teleport: compare 
tral, pps Boodlin. 

Proficiencies: Dagger, Staff, Astrology, 
Heshslism, Resding Weling Basar Reade 
ing/Writing Elish. Spellraf. 

Desceiptic f Cackzoreymn, frst men 
tioned in the Cites of he Su campaign expan- 
tion, i the court wizard of Rhasonach, an elven 
Uiomain near the Khinasi states. He is tall and. 





is menor. 

“Caclcorwyon andthe other elves of Rhuan- 
nach maiutain guarded goodwill with 
famansparticularly the Khinasi- Unfortu: 
tutely the Lamia, the Black Spear Tiibes, and 
the other humanoids of the region have eut 
the fp many fh Ks als 

ep the forest Kingdom under siege. Few 
islstl Yo and fom Ronchy Cae- 
cotwyan Keeps his eyes op thave who do, 
hardy wpuinet treachery and hoping for ai 

‘Cacleorwynm came to magic eaty in Bie. He 

os fearned ull he could from his teachers at a 

‘young age, then abandoned his enchantments 

' Tor neary + bundred years, Some say he had no 

dlacipline for magic, others elcve he became 

bored with the repetiiveness of ancient situals 

and the sty of ancient tomes, He went wan- 

‘ering for a doven years up to Cwm Bheinn 
fel south iro Djata and even Khourane_ 

“Aaa result of his travels the elf wizard per- 
eives more cleatly than others of his kind the 
threat to not only his Kingdom, but to al ofthe 
Jouthern coast as well The Lami, the Black. 



















Siscnge =: Sar ey 
Jost died in battle againnt the Black Spear 
‘Tbe. Ballads sy tat Brasundrac asd his 
‘Encaplt defend the High Lot bod othe 
Let ter thm escaping nto te ores. Tre or 
fot when Cacksorwyan accepted the pestion, 
Revcnived wo serve the High Lady th eal 
feabfancy and not tow the lat din of 
FRaannac to dappcn frm Cer, 

Tron, the Sad Geen of Rhsannach, shares 
Caclcorayemrs devotion tothe forest tea, 
nce s heautfl and cherfl eff mde, the 
Figs Lath became qonenof the eves bap 
Poet mes, Nom, ate losing her Res and 
Sumo the throne, she far channeled et 
SeGneas face magical explorations that eval 
Toe o er court wizard 

Perhaps eas Une High Ladys sane aod 
beauty, mingled with her knowledge of manic 
sat In ere ered Cal 
soreyres Holonpe it youth eer 
{Strtel the ln in search of knowledge tod 
tev xpercnce, he has Peconeenaror of the 
Sod Qicen and Mhuanaach tsi He has vowed 
hat Spe rel wl fall fer he Hes dead at 
eed tat he wl ot fal ose he 





caelcorwynn’s elven insights 


Most elf wizards learn patience and «i 
standing hefore achieving power and position 
They come to realize that sometimes the 
power and facility of magic can blind its users 
fo more effective means of success. If Cackeor 
‘wyni has learned these lessons, he has yet to, 
‘be tested on his knowledge. 

“The cout wizard’ strategies can he sumnma- 
sized as follow 

Loyalty and devotion have their own 
rewards. Cackorwynn serves a faithful ruler 
‘ind pits her interests and the interests of the 
‘eal before his own. Or more accurately, hee 
interests and the realms interests become Cael 





















{ the eye of High Lady Fiona, 1's. He is not blind—he will argue with 
who was in the High Lady more fervently than with anyone 
Meiee ele tthe domainbut if he cannot dnsuade 

couteisrd, — erlom course of acto be nies wih hein 
Tiighted purpose. Asa esl the cour wird is easily 
orton ted ofthe High Lad’ advises 

and the for- ‘Loyalty and devotion have their ow 
osc sound gute ese aa 

a TR ee the tight tc acti 
© SSR the court, and the commoners them- 
rh a te fact that Cacao 
EE tie? for the people under his care, 





Ny 


@ 





[He isa hero in his own land; almost every elf in 
the realm would sacrifice much for his welfare. 


Do not be satisfied with what you are taught 
of told, Although Caclcorwvnn spends most of 
his days at court with the High Lady, he still 
Femembers his travels throughout the Rhian- 
‘nadaraight Forest and the Kings lands. From 
time to time he slips away secretly to visit old 
Irends (or, more often, the descendants of old 
friends), doing them favors or offering adie, His 
primary gual on these ventures isnot to maleain 
alliances, but to gather knowledge. While other 
‘elven reaims have insulated themselves from out- 
side contact, Rhuannach—theowgh its court wiz- 
‘ard-—rotains contact with the humans around 
them, As a result, the High Lady's realm has culti- 
vated sources of support and information that 
have proven critical its survival. 


learning from 
coelcorwynn's mistakes 


CCaelcorwynn has had centuries to perfect his 
strategy, but I does hold few weaknesses: 
‘Others might not understand your 
cesponnibilittes, Even the High Lady of 
TRhunnnach,a powerful wizard herself: does 
not understind completely what Cacicorwynn 
tut do to mata bis squrees and ensure his 
Continued power ava wizard regent. Conse: 
‘quent. om at lease two critical occasions Cael 
‘Corwen acceded to his ruler wishes when be 
Should not havea the Lana's wteard has 
Snatched two source hokings from his contra, 
‘Use realm spells. Caclcoreynn, lke many 
‘fves, hesitates to cast realm spells in his ing 
tion's defense. He fears that even the har. 
i displacement ofthat iach mebhaigh 
‘might somehow harm the forest. Pechaps he ix 
Fight, but the humanoids who threaten the 
langsiom seem to do worse damage. If Caet- 
orwynn unleashes kis true powe ngainst is 
Fealets enemies, they will know the te power 
of elven magic. ~ 
Infatuation can become a hindeance. 
‘While mort courcwieards do ot become sms 
ten wih tele regent 38 Caelcorwsan's they 
an hecumme obsessed with something pra 
Sn tem, ora particular even lens tangible. Wiz 
ards ma be rng nd unencumbered. 
3 mage ties himself too closely to anything oF 
anyone, he may become crippled without i 
Cletcorwyomn has acady vowed to die im the 
Ilan Eads detcon; should he sceiie 
ome necessary, Instead of d ; 
he abould resolve to live in har deta ung 
his abilities to make himself steong encogh 
prevent the destruction of her real, 











overall advice 


Soon 
Dieses 
irene 





wizads in general 


A fest lance, wisards—ia comparison to 
‘other rogents—-scemm to be at a tremendous 
disadvantage when politically maneuvering 
‘aginst nopwivard regents Upon frther 
that theory assert self as ue 
Unlike other regents, landlots wizards do 
not collect taxes of tithes from their holdings, 
‘They do not contra people they contral magi: 
«al energy: But order to petform theit mast 
important domain action cating realm 
‘spcls—they need money and lots oi 
‘Also, wile fighters thieves, and priests can 
function fail well x lowlevel regents, wizard 
source holders nced levels of experience to 
ast the more powerful realm spells necessary 
te ther exbtence Thus, the characters eat 
equipped to 9 on advenures at lw level are 
epee vis me pana 
‘Ava result inexperienced rulers tend to dis- 
count wizards az potential allies or even 
worthwhile foes. A cautious and patient wite 
1rd can tara this to his advantages A lowlevel 
‘wizard might find hienscif and his sources 
abated for the frst few year of his rlership, 
but if he survives, be becomes a valuable com: 
modi, Revenge Comes with success, 








domain actions 


As stated above, the wivard's most useful and 
‘unique domain action is casting realm spells, 
Realm spells are 








available to wizard rogonts and explains how 
performing that action helps mages achieve 
power and influence in Cerlian politics. Most of 
‘the advice is geared toward wizanl regents who 
‘control only source holdings: those who also 
control ather types of holdings vill have addi- 
tional concerns to factor into their planning. 


Adventure: Ifa wizard regent cannot con~ 
vince other (friendly) egents to go adventur- 
Ing, he should spend whatever resources he 
a8 afford to hire mercenaries or retainers 
fo adventuring with him. IU» tbat importa. 
Experience and magical items are the hack- 
bone of the wizard regent. Lack of them ren- 
ders hrm ineectual. 


“Agitate: This dey mot help a landless wizard 
‘regent arall, Sources have no loyalty to adjust; 
hegatively agitaling against another regent 
‘wastes time and money. 


Build: Why would wizard regent nced (or 
‘want) roads through his domain? Possibly for 
trade purposes. but wizards teod rather to 
“baila” impassable thickets of woods, bram- 
bles, of briers to deter aw regents from creat- 
ing holdings—they tend to increase province 
levels, driving source levels down automati- 
«ally, Wizagls do hest to keep their areas witd 


Contest All 100 often, wizards expend valuable 
resources contesting each other's sources. Con 
texting holdings can become a sucking mire of 
{Gis and RP that wizards do not have or cannot 
llr spend. The smast wird i. 
willing «0 
regents 














izards control sources in the 

sae aren creates 
‘bathe can defend 
“his domain 


venience. 
ifand 
ithe 
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Create Holding: A wivard is hest off start: 
ing with one source, ruling it ap to its maxi- 
mum level, and guarding it like crazy, Then 
bbe can create numengus smaller sources in 
other provinces, Wizards should create 
holdings whenever they can, especially in 
areas with high mayie potential, Controlling 
many sources increases a wirard rexent's 
‘ange of influence. 


Declare War and Decree: Wisards seldom 
use there actions, Standing armiex cost money; 
decrees are issued om a cast-by-caxe basis 


Diplomacy: Wieards should actively partic 
je in diplomacy even i they must send Keb 
Tenaacs in their tends, Always in need of GB 
Sndior RP to finance realm spel, ley 
forging and maintenance, and other wizardly 
Pursuits, mages can ue tis action to establish 
linnces with other regents ("wil cast spells 
fot money") or ener Hota a formal agreement 
tevserve ava court mage. Woards should exer- 
‘ise caution, however. in cevealing (0 anyone 
the fll extent of dete capabilities, 


Disband: Most wizards have litle use for oops 
of their own, If wizards must have units, they 
should try to dishand them before payday. 








Espionage: Information is one of any’ regent's 
primary resources. Rulers need to know what 
{he people around them are doing. While wiz» 
ards are not very wood at expionage them: 
selves they can set leutaantso alles $99 
{or even assassinate) for them, 


Finances: Wizards should keep their money in 
‘Gold Bars if possible—one never knows when 
44 realm spell might be needed, 


Forge Ley Line: Ia wizard can afford ley 
lines into every provace on Ceri, he should 
forge them. The more provinces in which a 
wizard can cast realm spells the mate power 
Tithe is as a regent) Unfortunately, wizards 
‘ust pay to ma A savy sell 
‘eter can pervade 20: 

‘majesty wants me 
from the evil 









‘questionable use to aw 
‘with this much eash 


Grant: Generally useless to wizard regents, 
‘this uction can come in handy for wieards of 
‘great repute. Elevating retainers to special 
otoriety {as the Sword Mage has done) can 
create a positive effect with litte cost. 


Hold Action: ‘the smart wisard exercises this 
gption frequently especially while at low lve. 
No one wants to constantly react t9 others 
eeds instead of initiating one's own, but 
responding to a rival's action is easier than 
predicting i 





ares A wizard certain of another 

loyalty can fom making him 9 
vvassal—this doubling the liege’s power, Blood 
Tine and domain investiture, of course, oceur 
only as needed, 





Lieutenant: Wizards want lieutenants, They 
enable a regent to gain one additional 
domain action per domain turn and cas per 
form character actions of their own. A regent 
with a powerful bloodline can attract higher: 
level characters to adventure with, offer pro 
Aestion, and perform research. A wirard with 
foresight will, as often as possible, assign at 
least one lieutenant the task of converting 
hattle spells (see the “Battle Spells” chapter 
of this book). 








Move Troops and Muster Armies: Wirards 
ace hetter oll supporting other regents’ armies, 
‘ot building thelr own. Landed wizards should 
‘obvuin a vassal £6 perform these actions, 





Ply Trade: Cash-poor wizards cam use this 
action to earn money canting spells, writing 
Acrolla, creating and selling continual light 
interns, and so-on, A shrewd ward will se 
slot inate he amon of a he 
farms exceeding the standard "25 gp per chae- 
‘ct level times the province lew? mated i 
the Binnucir Rulebook 


Realm Spells: Although ths is the wizard's 
or aes Sti Se Sad 
sparingly a first, New regents want 
loavoid angering other regents with 





Research: This ation isa misard’ fiend 
Every month a wisard spends rerearchin 
sakes him that much more powerful A clever 
Image will create diaposabte" magical tems 
(potions serolls, et} and either sell them or 
provide them to allies. Outfitting a friendly 
‘epoats Heutenants with useful ems (a4 ages 
teenbeetenaa caw ueneas ates 

‘te reture beyond mere . Alo, using 
‘esearch to eam or create ew team spells and 
batle may is ever a waste of tine 


Rule: This action is expecially eflective a 
realm action. A wizard with several sources 
(0) oF (1) who increases many arall of them at 
fonce boosts his power and influence signi: 
cantly, A smart wizaed will try to negotiate 
beforehand with other regents in the area to 
avoid an RP bidding war, 














‘Trade Route: Trade routes are a great source 
‘of income, but only guild holders can estab- 
lish them. Ifa wizard does not control a 
source (7} oF higher (which effectively giv 
him a guild (0)—see the “Sources” chapter of 
this book), he can profit from taking on one 
‘or two guild holdings or obtaining a guild- 
‘master as 2 vassal. 











‘Training: Improving proficiencies or adding 
bit points are beneficial activities, but wizard 
regents have wate ‘matters on which 
to spend actions, PCs should avoid this action 
wot they feel comfortable in their regency ot 





ae 


“From the time she mus a litle girl, Raisa shomed 
herself to be different from other children. Her 
dreams were not dreams, but foretellings: sbe 
Iinew things others did not—could not—know. 
Whenever she fell the ground in one of ber 
"fits" the rest of us grew silent, for we wasted am 
inusly 10 hear whether her latest vision prophe~ 
sied good or il for the village. Raisa bad the sift 
of sight a gift some respected, many feared. and 
‘understood. 


oom il 
bd —Petrov Viadmaar of Rvhlev, 

‘speaking of his sister 
pare SS saianca 


‘ost people think of magicians as 
entertainers who do litle 


‘more than 





and seers can be characters of 
‘depth and complexity individuals rich in per- 
‘sonality, motivations, and goals (if not usvally 
in gold). As PCs they bring unique skills and 
roleplaying opportunities to campaigns: when 
encountered a8 NPCs they should never be 
‘underestimated or carelessly dismissed. 








, 
» 
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the magician 
character class 


agicians and seers belong to a chare 

{acter class unique to the Busrinicitr 

‘world. These spellcasters specialize 
in the magic of knowing and seeming—the 
schools of divination and illusion, Considered 
Srouched” by ordinary folk and mere dabblers 
bby true wizards, those who command lessee 
miagic have carved their own niche in Cerilia's 
vaned cultures. 

“The magician character class compris 
smagicians (those whose interest leans toward 
iilusion) and seers (those whose skills lie in 

fom). A member of this character class 
;pecialist in both schools, 
though a character's education and experience 
‘may concentrate on one or the other, 

‘Only bamans may become magicians. Most 
‘members ofthis character class are unblooded: 
loaded individuals ma 
but in choosing to speci 
they forfeit their ability Lo wield true mi 
For this reason, blooded magi 
individuals. Blooded magicians can be regents, 
but they cannot access sources or ley 
tise realm magic. Unblooded magicl 
‘unblooded individuals of any character cl 
cannot be regents, 

‘Considering the power of which true wis 
ards are capable, why would a player want to, 
‘accept the limitations inherent in magicians? 
‘Actually, this character class offers players 
‘several advantages: 

‘As nonregents, magicians are free of the 
sesponsibilties of rulership and domain mane 
‘agement. They can live the life they choose to 
live instead ofa life they were born to lve, If 
they are interested in high-powered politics 
they can serve ax advisers of members of 

if they prefer 19 live on the fringes o! 
they can travel wherever the road 






































[AS practitioners of lessor magic, magiclant 
ad oer rd be ss niin to hss 
than are true wizards, Regular folk consider 
them eccentric and mysterious, and might not 
invite them over for dinner or be happy about 
‘one marrying into the family. But they do recog 
nine difference between 2 seer who ean predi 
the sex af an unborn child or help find lost 





items, and a wizard regent capable of summon 
ing undead legions. Magicians and seers might 
‘he marginal members of their communities, but 
hay el par of then in Kina 
se magical is a popolar pastime, 

they are accorded at least as much espect as 
blooded characters of other classes. 

Many magicians exhibit roguish tenden- 
cies, as their backgrounds have given 
broader ranges of experience than 











true 
‘wizard counterparts, In addition to Wizard 
cies, 





wih Intelignce acres of 17 o higher can 
ast cantrips automatically without to 
use spell memorization slots. At 4th level, all, 
tnaglelans gan the ability to peeform thee 
‘minor magics at will, without spending spell 
‘memorization slots, ye 
‘As specialists in two schools of magic, 
agicians con cast illusion and divination 
spells ofall levels, Benefits of specialization 
inelude one bonus spell per level from either 
‘of their two primary schools: a1 penalty to 
saving throws vs, illusion and divination 
spells imposed on magicians’ victims: a +1 
‘bonus 0 their own saves va. illusion and div 
ination spells cast at them; a +15% bonus: 
‘when learning spells fram these two schools 
(with an attendant ~15% penalty for learning. 
spells from other schools); and the automatic 
gain of one new 
illusion or divina- 
tion spell (magi- 


clan's choice) for 











‘nd:-level spells 
from all schools: 





creating a 
magician or 
seef character 


developing a magician or seer, 
players should spend some time 
deciding what type of spellcaster 
they want the character to be. Is he a traveling 
illusionist who earns his living as an enter- 
tainer? Is she 3 soothsayer who counsels the 
king, unbeknownst to his more prominent. 
advisers? Is he a frustrated would:be wizard, 
limited by birth but not in ambition? Or, having 
‘ever asked for the magical gift she was born 
‘With, does she wish it would just go away? 
Personal history, interests, motivations, and 
‘goals are an important part of developing any 
‘character. But in the case of magicians, these 
‘elements are critical—players will have a lot 
more fan with a magician character if thes 
know who the character is, what he wants to 
accomplish, and how his command of lesser 
magic can help or hinder his achievement of 
those 


The character Garmisch exemplifies how a 
‘magician can set goals and use lesser magic to 
advance his career: 











gacmisch of 
partenkicchen 


Garmisch, 4 10th-level magician, comes from 
the village of Partenkirchen in the Brecht 


slits eatin fe, but his 
Uesine peed him om 
wielding tue magic or serving 
Seamember ofcour. 
However, Garmisch 

smerthis 

By becoming « 

mapcian 


x 
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Garmisch has concentrated his spells in the 
two schools of which he can best take advan 
tage, rounding out his repertoire with afew 
alterations and enchaniments. Most often, he 
‘memorize identify, know bloodline derivation, 
inom Cerda origin, ventiloquism: ater self 
forget, visibility, knuw aligrment: claivaudi= 
tence, spectral force, mriibform: detec crying, 
fear: contac other plane, false vision. 

‘While nota wizard, Garmisch has neverthe- 
leas pained the respect of his rulee. The Count 
Of Danigau, a formidable sorcerer in his own 
Fight, has come to depend on Garmisch for 
Intelligence information-which the magician 
gamers through judicious use of alter ef know 
Grrliam origin, low bloodline derivation, know 
linens, and clainudience. As Erik Dani has 
formed hs spiderwabs of fy lines and holdings, 
hh has called on Garmisch to create a network 
Sf spies and informants for his own personal 
Use. Some are merchants who have allowed 
‘Garmisch to eavesdrop on secret mestings of 
falldmasters and other important personages: 
‘thers are fellow magicians who ace Garmisch 
is theie role model, who in their eagerness to 
Please him and gain personal attention have 
reated stall intelligence-gathering groups of 
their own that flay tnformation to hen at reir 
lat inervals. Garmisehs network ives Dang a 
sud (0) in Partenkirchen 
2 Garmisch has been cautious in his choice of 

ticipants; most of them are nware thae their 

fos wkd sat Desig dca 

Aigns of duplicity: Garmisch bas taken steps to 
fennure loyalty in his followers by giving thers 
‘ings enchanted (by an anonymous wizard with 
luleportwithou emer spel. Should his cain 
‘nce reveal double agent, the offending spy is 
‘brought immediately to the dungeons. 

“Gargisch himself has been known to mas- 
querade as a moneychanger. working out of 2 
Tooth in ane of the many temporary markets 

of Danigau. Making iberal use of his ater 

sf ope be appease of err 

she martes ope facie, 
pa place om a partic 

Set of dayn In this manner he keeps 

in contact with members of his 

‘network, organized in cells so 

that no one knows everyone 

Ta the association 


(Of course he abo makes tidy bit of change for 
‘isselfon the ide, since naturally he must 
tdertake the usual moneyshanging transac 
tions: Each of his personas i fully eensed 
‘perace witin the marketplaces of Danigau. 


magician kits 

pes apocrine 
4 ert 

Sareea: depicts 
‘The fotoing tne opecteee Banana 
Sue aes ce aetaerd toskclocge ont 
aie teper oalolproner gi 
ee end a tee ie 
oan ea ugpePipee ta ean 
he arepe eon rey 
eM 


illusionist kits 


Characters with illusionist kits concenteate 

their spells in the schoo! of ilusion, Until such 

characters reach 6th level, no mare than 25 

i spells should be from other school 
igician kit is the sole exception 

to this guideline 








court magician 


‘Court Magicians have not only mastered illu. 
signs and divinations, but also develop their 
skills as much as possible in alteration mays, 
‘While not as powerful as court wizards, Court 
“Magicians cost far less to hire and maintain— 
‘making them a popular choice foe minor nobles 
‘Court Magicians are valued for both their div 
tere have the broadest magical skils ofall migi- 
an kts, as one never knows whether the count 

veil next want guidance in drawing up future 
‘plans or diversion for his son's birthday party, 

‘Hequirements: Court Magicians mat have 
Intelligence scores of 16 or higher. 

‘Weapon proficiencies: Noe required, 

Recommencled nonweapan proficiencies: 
Animal Training, Artistic Ability, Astrology, 
Dancing, Etiquette, Juggling, Local History, 
‘Musical Instrument, Sinyang, Spellcraft. 











Equipment: In their role as entertainers, 
Court Magicians possess a staggering arrav of 
props: Trained beasts, costumes, musical instru 
‘ments, and weapons are only the beginning. 

Benefits: As experts in low-level alteration 
spells, Court Magicians enjoy doubled dura- 
tions on Ist- and 2nd-level alteration spells, 
(Spells with “instantaneous” durations instead 
halve their casting times.) 

Hindrances: Court Magicians cannot cast 
spells from schools other than alteration, divina- 
tion, and ilsion. This attention to detail, ow- 
«ver aflords them the benefits described ubove 

‘Often, only the regent who hires the Court 
Magician (and perhaps his closest advisers) 
knows the true power of this individual 
Guests of the court see only a highly-trained 
juggler, animal trainer, or entertainer of 
whatever sort the magician chooses to por- 
tray, Therefore, Court Magicians seldom 
receive the respect due them. In game terms, 
this slight is represented by « ~2 penalty on 
reaction rolls 























disguise 


Disguisers specialize in changing their own (or 
others) appearance through illusions bole 
‘tered with physical alds (cosmetics and 
wardrobe). Courts find them useful adjuncts 
to their spy networks theaters oflen hire them 
40 that they can present “the finest in quality 
Entertainment” without having to actually fd 
the famous actors and actresses ofthe day 
Disgulsers also often work fr vain siembers 
a the nobility, ready to provide just the look 
the customer wants at moment’ notice 
Fumes surface now and again of « power- 
{hl renegade disguiser who, slong with a 
Bloodline Hound {see below), has 01d his 
(het) services to the Gorgon so that awnshegh 
‘may walk among humaskind undetected 
‘Requirements: Disguisers must have initial 
CChariema ncoves of 13 or higher 
‘Weapon proficiencies: None required. 
Recommended nonwespon profiienck 
Disguise, Etiquette, Heraldry. tnttgue, Mod 
era Languages, Seamstress/Tilo, Spllraft 
"Equipment: Dsgoisers keep a wellstocked 
sloset. They maintain a wardrobe spanning the 
“lasses. from poorest wail to wealthiest noble 
Likewise, they are certain to have conmetics 
with which to strengthen thei sions. 




















Benefits: When casting alter self or charge 
self, the Disguiser need not use any verbal or 
somatic components. Mere force of will i wuf- 
ficient to effect the changes desired 
indrances: cause they spend 50 much 
time changing appearances (their own and 
that of others), Disguisers lose 1 pointof 
Charisma for every to experience levels, The 
ability score cannot drop below 3, This lass is 
attsibuted to denial of their te 
living in someone elses skin, a 
them to deny their own looks and be dissatis- 
fied if they cannot maintain the appearance te 
which they have hecome accustomed, The 
resulting detrimental effects on personality 
account for most of the Charisma loss; some 
‘are individuals als fie that thei seal 
appearance changes for the worse the longer 
‘they maintain thetr illusions. 
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sal illuminator 














Hluminators are proficient in the casting of 
light-based illusions. Phantasms are beyond 
their ability because af their total dedication 
‘to the understanding of light and its proper 
tien Ther lusions are Tong lasting 


Entertainers ina large court 

Requirements! Illuminators must have 
Incelligence scores of 16 or higher and Devter- 
‘ty scores of 17 or highes 
‘proficiencies: 





Mi pgulpreet: Verinetonsendionsly 
‘sun s¥mbol somewhere oa their person. a3 
Jewelry, embroidery or even 2 tattoo 
‘enefits:Hlusions that affect mainly light 
(including color and shadow) when cast by 
an Tluninator have double duration, Any 
tllects caused to thove who see the lusions 











ventoguion:deafue,bproed 
hans oe, Lomas oy 
ering wind: phantom sed spec face 
four nino cresion. phantatma ler sada 
Imostom advanced ion, enlsbadow mon. 
str docam, mor cton shadow door 
ado magic! denishadow magi, eet, 
lead, permanent iliion programmed 
ihe, poject image, and shades ar all 
‘off amie to umiators, 
Because thee spl ncade elements of 
beating. ouch, or ope, Thaminaors ca 
aan eer ey es 

on ing with the demplane 
Shadow Likswise spells that det call 
‘pom the fear ofthe ewer areal bts 
‘Onl ilusions he spells result rom 
“treks ofthe ight are usable by 
Ihaninators: however, 3 ted above 
thei durations aod effects ae doubled 


diviner kits 


(Characters with diviner kits concentrate their 

in the school of divination. Until such 
d ‘each 6th level, no move than 25% 
‘of theie spells should be from other schools. 


bloodline hound 


“The Bloodline Hound specializes jn spells 
that ‘and allect blooded individuals: 
know bloodline derivation. know bloodline 
-strengzh, keow Cerilian origin, 








1 mask bloodline, 
and disguise Bloodline (all detailed in the 
“Conventional Spells” chapter of this book), 
Most often, Bloodline Hounds are magical 
mercenaries, hiring themselves out to whos 
‘ever offers the most gold (and the most per- 
‘sonal protection), Regents employ Bloodline 
Hounds for many reasons, including rooting 
out pretenders to the throne and finding 
heretofore unknown heirs (in the case of a 
contested domain). Rulers also might hire a 
Bloodline Hound to disguise their own or 
others’ hloodlines, 

This type of apeclaiat is not known to the 
sseneral public, and indeed iy rarely spoken 
‘bf even among those “in the know.” The 
power inherent in the knowledge of someone 
tlse's bloodline, and the ability to make a 
bloodline seem to be of a different deriva- 
tion, is great indeed. This is one of the fow 
specialist magicians who can strike fear inte 
the heart of a regent. 

Rumors have already’ surfaced of a Bloodline 
Howod who works in concert with a Dispuiser 
{see abore), 

Requirements: Bloodline Hounds must 
have Intelligence scores of 16 or higher 

"Weapon proficiencies: None requied, 

Recommended nonweapon proficiencies: 
Ancient History, Intrigue, Local History, 
Spelleraft 

‘Equipment: Bloodline Hounds need no 
special equipment, nor do they wear of carry 
any identifying items. 














‘Benefits: Bloodline Hounds enjoy halved 
casting times on the above-mentioned spells, 
In addition, targets of these spells cast by a 
Bloodline Hound make their saving throws at 














Ofte 2 OWN 
CRY 














crystal gazec 


ir ive apelin One tae 
low) who use gemstones to the exclusion 
Their divinations 


cs 
bel 
ofall other scrying devic 
always come through 
example, a successful clairaudience results in 
‘words appearing oo the inside of the ceystal 
gazer’s gem. These individuals can draw 
mebhaighl (thereby boosting their divining 
powers) by attuning the gemstones through 
ritualized preparation of the stone and pre- 
cise cutting of the facets. Only a Crystal 
Gazer can cut a stone for use by a Crystal 
Gaver; ordinary gem cutters are incapable of 
"reading the gem correclly to produce the 
proper channeling acets 

‘Requirements: Crystal Gazers must have 
Intelligence scores of 17 oF higher and Wise 




















ting, 

‘Equipment: Crystal Gazers always have 
‘their ematones close at hand, often i a spe- 
cially constructed container (bos. pouch, sick, 
tc) further protected by magic. Additionally. 
they must have gem cutting tools, as they are 
alwayn on the pete for better quality stones. 

‘Benefitx: In addition to enjoying the bene- 
fits for Oracles, Crystal Gazers can use theit 
igons to draw extra mebhaight to fuel their div- 
ination spells 

"This additional power grants the crystal 
seater shortened casting tine 09 divinations: 
aatng time i cut in Ball provided the Cevstal 
Gazer succeeds in a saving throw ws paralyza- 
tion (see below). 

‘Hindeances: Because they use the gems to 
dlr lege quantities of mebaighl. Crystal 
Garers risk damage from power surges. Each 

time a Crystal Gazer casts a divination spel, 
he must make a saving throw vs. paralyzation. 








slumps in his chair, if he was seated) and 
‘remains motionless until the indicated number 
‘of rounds has passed. 





oracle 


Known as soothsayers in Khinasi and prophets 
in Vowgaard, Oracles specialize in divination 
Spells to the exclusion of all other schools. 
These are the individuals from whom kings 
and commoners alive seek counsel "Should T 
ead roy people into war?” “Should T marry 
Martin the cooper?” "When will the famine 
nd?” "Who killed Las?” 

‘Oracles use a number of devicer—from 
<eysal balls to tea leaves in addition to their 

ils when searching for the truth. Even 30, 

“don't always receive responses to theit 

tnagical inquiriey, when they do, the answers 
Sre often nat immediately intelligible, Itt not 
‘ilo for smeone consul an Ore 
le and receive a cryptic reply that becomes 
‘clear only in hindsight, 

Requirements: Oracles must have lel 
Pieiapas peckctatine Nese trod 

cher: Nome requ 

Recommended nonweapon proficiences: 
Astrology. Gem Cutting, im, Spell 
cre Wether See 

Tquipment: Gracles often carry a xcryin 
dvi of sone kind, be fra crt ball Hack 
tno, or merely a bow the fl with wet: 

‘Benefits: Oracler enjoy a -1 casting time 
bonus on divination attempts. (That i, 4 spell 
seth a casting time of 3 effectively 
Jag time of 2) Oracles alo enjoy positions of 
‘eipect inher communiin, particular as 
they grow older 

Tindrances: Although they enjoy respect, 
Oracles tend to make people nervous, Falls 
generally do not like t Be around those who 
ould learn anything about them they wanted 
to know. Asa result, Oracles have few real 
fiends sod suffer a1 to reaction rolls when 
tot performing their dues 


























visionary 


Visionaries have no control over their divining 
powers, Visions voroe upon thes at any Uinve 
{day or night, awake or asleep. However. the 

‘visions are almost always accurate. Because of 
this uncanny ability for prediction, Visionaries 
are highly sought-after additions to oval 
Courts. Visionaries with positions as court 
“advisers are generally requested to confine 





themselves to their own quarters as much a6 
possible for reasons detailed Below 

Requirements; Visionaries must have Intel 
ligence scores of 16 or higher, 

Weapon 
proficiencies: None requted 

‘Recommended nonweapon proficicacies: 
Anistc Ahiity, Astrolog: Splatt. 

‘Equipment: Visionaries carry with them a 
small scroll ease and writing insploments for 
tecording thee deeams (waking or otherwise) 
Sometimes Visionaries will draw images they 
Ihave scen in their dreams 

Benefits: Visionaries have 2 95% chance of 
correctly Interpreting thei divinations, This 
tncror overrides any chances fr fale 
Indicated in the appropriate spell descr 
tions I the Visionary ita province with a 
soutve (2) or greater, her interpretations are 
Completely correct. 

Hindrances: Because visionaries are so 
axcuned tothe vibrations of the cosmos, they 
fe subject to viltations a any time of the day 
OF aight. Their dreams ate prophetic 80% of 











the time and often are nightmarish in their 
content, Visionaries commonly saffer from 
‘hat are called “night terrors.” A Visionary 
who dreams while sleeping in a province with 
4 source (2) or greater will experience nothing 
bhut prophetic dreams 
onaries are limited to divination spells 

exclusivels. When they cast such spells, the 
answers do oot come right away: instead, they 
appear in visions sometime afterward, The 
delay, determined by the DM, can be any 
‘where from 2 few minutes to several months 

Simple folk often accuse Visionaries of 
being visited by evil influences because they 
fall to the ground, shaking uncontrollably and 
blathering scemingly nonsensical statements, 
This prejudice leads most Visionaries to live 
like hermits to minimize their contact with 
other people. It ix common for a Visionary to 
hire a scribe as a personal attendant; this 
scribe duly notes everything the Visionary says 
while entranced, for later interpretation, 

Because a Visionary's divinations come at 
random times and can reveal future events, 
these characters are handled most easily a 
NPCs. Players who would lke to play a Vision- 
lary should work closely with the DM in devel- 
ping the character. 





























se. hae 


cochanere 

Hed iz of i ht nd and 
a are of ome shot ot, pactialy singing the 
aif the sent be roe rove 

"See? Concentrate ant you san contol exactly 
anbere your spells released. Had I mot paid 
Untention so what I was doing. poor Rigal and 
Shri hee would be spending few days the 
infirmary" The old man chuckled. thn winked. 

"i the wurde and students bo ved hee 
centric ago had practiced contol their 
‘elcid tei eating mite 
Ff empireyou would be studying in tall ower 
‘nade bythe bet dur sone miso, not i an 
‘Ld lary barack. See the a ou he wine 
don? That i mbt remains of te fine tower: 
muting bu a dangerous, smoking deattrop— 
Tiled with Bde ply and tape 
{> each howe who wld dav explore 

Say way. ou wl lve Tonge if ou contrat 
your enone, Besides, I suspecs fom valuable 
‘Pine rom or mould advenarer to ind. 

"Nov where wes TP Yes ow. The fit step 
tetng burning hands = 




















the royal 
college of sorcery 


he City of Anuire boasts the Roval 
College of Sorcery, an institution 
‘cloaked in mystery and awe and held 
in much regard by the Anuirean populace and 
‘spellcasters of all nationalities. Most wizards 
in Cerilia have heard of the college and accord 
it some amount of respect. 

‘All the known magic within the City of 
Anuire is controlled by the college's Ruling 
‘Council, each member of which is considered 
{8 regent. The council knows the names and 
powers of each magical item in its collection 
{and many’ outside it), records who wears each 
‘enchanted ring and wields each weapon, and, 
‘Sets in concert to seize items from individuals 
‘who could threaten the city or the college, 


the study 
of magic 


The council always seems to know when vise 
iting wizards are inthe and where they 
‘30. Rumors credit this body with sending spies 
te follow the foreign spellcasters and to record 
thei actions, but mont local ok believe the 
‘wizards have magical means of monitoring the 
province's borders, An old adage says that the 
FRaling Council knows everything and everyone 
‘within the city's boundaries; to try to bide from 
the council is folly, an exercise in futility that 
‘could spell one's doom. 

‘Only wizards may sit on the council, and a 
wivard must have attained at least Sth level to 
{gin a council seat, The council currently com- 

10 members, the least powerful of 

‘whom isthe newest member, a 9th-level 
‘invoker of Anuirean descent named 
“Treven Gavinhorne. The most 


















powerful council member isthe oldest wizard 
{nthe city, 19th: level enchanter named 
‘tel over 120 yom although Gough the ad 
‘rer 120 year F 
‘pels and porta she looks 
Eiclrmember ofthe soni hs oc es ine 
extending ot rp the colege ound The 
<ouncl oily holds the provinces wurce 
Karitna closely monitors its use. Centuties 
; BO Spey bing ah nee dozens poe 
ines extending out fron the province: 
member of the council controlled several of 
the lines, as did key instructors and afew 
thoice students. However, when the Great 
“Tower fll during the Internal succesion wars 
hich followed Michael Rocle's death, the 









members who control them guard them care- 
fully: Only they and their favored students are 

lowed to use the lines, Rumars say that 
incredibly powerful realm spells protect these 
lines and that ‘who tries to harm them 
faces certain and swift death, 





history of the college 


The Bepa Cileg of Boeary was founded 
nearly 4 millennium ago by a tio of Anuirean, 
wieards who sought to increase the body of 
magical knowledge understood by human 
spellcasters of Celia, The school began as 9 

bullding on the outskirts of the 
of Anuire with half 9 deven stu 

















ing 
ds hired the best dwarf stone- 
masons they could find to construct an impees- 
sive, thick-walled tower that stretched ahs the 
city's other buildings, Beneath the tower they 
built 10 lovels that held libraries of rare tomes, 
extensive laboratories filled with all manner of 
‘magical powders and potions, and steel-lined, 
vaults to store dangerous and powerful 





cochantad er. The wars woud ot lhe 
ser populace jw deep te lcs west 
Sr nat nan and they chard he dares 
$0 thy coud not reer peiely wha cy 
alconareted 

Ti tok mesely 4 decade to build the entire 
Affi When fined, looked inpressve=t 
‘rowing achievement for al of Anite. Pct 
tle from throughout thereon came to lok 

the igectares and enidents a the i) 
PRlore sesso: fect le clloge, andthe 
Roling Council of Ten was erablghed, So 
powerful were the council wizards tat they 
IBunaged wo enhance the provinces sce 
despite the sre of techy aod the clog, Tha 
Ralig Councils source wor atone rated 
10, Boe the civil wars and thelr damaging 
tHlects dropped ts ating 0. 

The counei the sent, and the residents 
the iy belived dhe toe wit reve 
it withstood many explosions from within: 
‘atued by various supical aperiments and 
‘pel one awry. The wizards had cst numer 
ont ato the fewer stones o make the 
stractre ncedy rong. However wat tok 
itll Toe tower tow bein rn, People ll 
me tse hogh mont heey Ue dance 
iBespt heving been reduced orb ver 30 

ago, ccntinuesseoking "menacing 


wisps climbing skyward, 





the college today 


The Ruling Council till numbers 10, 
though ebriousy the origina 10 
wizards have long since passed of 
Ines The college now 

ph > 


y 





resides in od barracks buildings near the tower. 
‘A massive library fills the great hail where 
decades ago soldies were called for talks of war. 
Other ‘contain classrooms, laboratories. 
student dormitories, and faculry housing, Mem- 
bers of the Ruling Council live elsowhere—the 
location of their homes kept secre from the pub- 
Tic and all but a few instructors at the college. 

Only the exterior of the college buildings 
betray their orginal Inside, the walls 
eature portraits of famous wizards, 

‘of the tower and grounds at the schools hei 

‘of power, and murals depicting the effects of 
‘watious spells. The lecture halls are filled with 
Tine, polished-wood furniture, and the living 
‘uiarters ace far superior to the sleeping rooms 
‘occupied by soldiers of long ago, The tastefully 
Appointed instructor's rooms are kept tidy by a 
Staff of servants. 

‘Thick glass windows, magically enbanced to 
he virtually unbreakable, are found in every 
room. Students can look out the windows and 
‘ce the stillamoldering euins of the tower. The 
Instructors wanted their pupils to look upon 
the folly of mankind's struggles for power and 
‘greatness, which is why they chose this bar- 
Facks for the school 

"The college accepts only a dozen new stu- 

ractitioners of lesser magic 





the latter, Tuition 
| year for first-year students. More 

students are charged more, to reflect the costs 
‘of gaining higher-level spets. 

Most students stay between three and 10 
‘years, plunging into studies about Cerilia’s 
Tragic past the influence of the gods, and—of 
‘course—apelicraft. A student who begins a the 
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forced upon aspiring wizards.) Students can 
select from these nonweapon proficienci 








“Ancient History, Ancient ‘Astrology, 
Etiquette, Herbalism, Modern Languages, 
vriting, Religion, and Spelleraf. 


‘Stodents alo are instructed in weapon use 
They can choose to train with daggers oF 
Staves, Ifthey want to train with another 
‘weapon, they must make instruction arrange 
‘ents withthe local fighters pull. 

‘After completing a program of study, each 
stadent has few spellbooks to show for his 
‘efforts. They contain nine Iatlevel spell, sik 
ndevel spell and one 3rd-evel spell—the 
latter of which the graduates cannot vet caxt. 
‘Though students study diferent spells based 
con theie interests and goals, all pupils learn 
‘Seact magic read magic, and sleep. Students 
‘who opt to learn the find fomiliar spell may not 
Sictitwhil tll enrolled, a the shoo! as no 
ieee or ara aes 

‘Graduater receive a ring-—sllver for may 
cians, gold for wizards—emabossed with the 
“alleges symbol The ving grants (io graduates 
Sth openly wear it) a teaction bonus from 
hone who lock upon the college favorably and 
from ll residents ofthe penal City. 

















the ruins 


‘amor fil the remains ofthe Creat Tower with 
all manner of magical ressures. The fits are 
forhidden territory to current students, who 
face expulsion if seen ara the rubble, Even 
‘shumni are strongly discouraged from sifting 
theongh the wre tof the Ruling 
‘Cousell point out that although there might be 
sweat amid the destruction, there are also the 
Teminants of powerful protection spells 
‘hance gaining a fortune from the ld tow 
to ak losing one’ life 

Some students speculate that the Ruling 
Council's members de not want people t0 
fxplore the ruins because they fear adventure 
‘os wll abscond with hidden wealth, that the 
‘ouncil members merely want the treasute for 
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masonry aod disappear in a flash of orange, 
crackling light. 

"At one (ime the tower had 10 underground 
levels; no one knows with certainty how many 
survived the forces which brought down the 























building's walls: Few have catered the rains in 
‘an attempl (0 each these deep chambers: 
fewer still have emerged. However, those who 
survived brought with them tales of magical 
items and gold forthe taking. 

‘Some (reasure hunters search for specific 
items, Rare books such asthe Four Tomes of Laila 
the Wise are said to hold the secrets of powerfal 
spells not used since before Deismaar’s destruc: 
ton. Rumors place one ofthe fabled Ring of Ley 
‘within the smoking ruins, along with the boot of 
‘Malikoran. The boots, which belonged to one of 
the college’ founders, are believed to grant their 
‘wearer the ability to breathe water as fit were 
tt and to shadow walk as hallings do. Stil other 

‘treasures include a gold coin that can 
be transformed into a varee-masted ship. a sash 
that makes its wearer immune to cold-based 
‘pels, and a girdle chat grants wizards the ability 
to comprehend and communicate in any spoken 
‘or writen tongue 


player characters 
and the college 


‘At the Dungeon Masters discretion. a player 
character may be a graduate ofthe Royal Col- 
ff Sorcery, The grade receives the hen- 
elits of such an education (additional profi 
‘ences, the school ring ee), but should be 
prepared to return to the college if called by 
the Ruling Council 
‘When the council needs ro gather informa- 
tion oe maryhal its forces to fac 
tragjeally contacts its rad 
id’ The college may seek the assistance of te 
luni to investigate reports of powerfal relics 
Sand ancient tomes to locate long-lot magical 
items of people, of t handle troublesome 
iva, Council members usually lack the incl- 
nation t adventure, nor can they jeopardize 
‘rrent students on Such missions. Of course, 
alunini asked to conduct such tasks have 00 
‘bliation to da so—the college has no author- 
ity over those who have graduated 
Instead of being full alumous, a player 
character may have studied oaly briefly at the 
‘allege to lear afew special spells or 
Shi. PC: wizards might try to onl 
fo afew months in special courses. 
‘Or wizard and maycian charac- 





















visiting spellcasters—for a foe, The old tomes 
are filled with information about Ce: 
‘provinces, history, eins, and more, The col- 
lege may also hire PCs to collect spell compo- 
‘seats oF setrieve monsters for experiments. 
‘When the Ruling Council needs to replace one 
‘of its members, it looks tothe alumni, expecially 
those who have long list of accomplishments. A 
PC graduate might be asked to sit on the coun 
«il, gaining a position of respect and regency, 
Such a post will not take the character out of 
play; rather, i might create adventures, Besides, 
postion | ‘eonil members from advens 
{uring with their friends from time to time, 








apprenticeships 
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the calling of an 
apprentice 

Some teachers and stadens naturally fllinto 2 
Suiscrappeetice relationship, rach asa local 


Udiviner encouraging and gently guiding a young 
‘person in his village who shows talent. Othet 


asters actively seek out students to a them 
tation wot oct pss al cre 
Conversely, many students (or their parents] 
take the initiative in teachers. 


select apprentices only of their own race. This 

cy is ex ‘rue of elf wizards, who 
Vil. gonide halllf apprentices but accept 
hhumman students in only the rarest circumstances. 
Vos and Rjuk wizards also diseriminate without 
apology, although cultural differences would 
make it unusual for + homan of another race vo 
seek their instruction inthe fist place, 

“Magicians can accept only hurnans as appren- 
tices: wizards can accept individuals of any 
spellcasting race, Although most wizards prefer 
apprentices capable of casting true magic, they 
“alyo can accept unblooded humans estscted 10 
lent mai. A wird might chose do soa 
sadn een speci right or gifted i the 
‘wisaed has been unable to find a suitable stu- 
dent of true magic, or if the student beings to 
the relationship a considerable amount of 
oath pamet ir he ing, Agel 
apprentice studying spelcasting under a wie 
‘mentor is still restricted hy his class—that i he 
«an learn spells beyond 2nd level from only the 
schools of divination and illusion, 

Other considerations when screening possi- 
ble partners in an apprenticeship arrangement 
include alignment, personality, talent, and 
magical schools of interest, Above ali, the 
teacher and student should regard each other 
with respect. An apprenticeship is 4 years-long, 
‘commitment for both parties—they had best 
ensure compatiblity before entering into it 

Apprenticeships generally begin when the 
student is at 0 oF Ist level, though students 
who complete multiple apprenticeships or 
receive other training will of course begin thelr 
later commitments at higher levels. Masters 
rmuist be at least two levels higher than their 

tudents at the lime they enter into an appeen- 
ticeship agreement, 












































terms of agreement 


Some apprenticeships, such as the one 
between the older and younger village diviners 
‘mentioned above, might not have any formal 
agreement between the two parties. In such an 
Arrangement, the master is better described as 
| mentor who recognizes the talent of a novice 
‘and takes him under his wing. The student 
studies with the mentor until they come to a 


‘satura panting of the wavs 

‘Other masters and apprentices have very 
forma, detailed agreements ovelining how 
Jong the partnership will last, what type and 
hhow much remuneration the teacher wll 
recive, which magical sshools and concepts 
wrilbe stated, and 30 

The student brings many things to an 
apprenticeship. He makes a commitment to 
iis teacher, promises loyalts: and offen per. 
forms tasks at his instructors request. He 
might be called upon to accompany is mentor 
‘ouan adventure or if his mentors repent, 
help with affairs of state. 

The master of course, brings knowledge, 
experience, and instruction to the relation: 
‘ship: In general, a teacher should devote one 
to four hours day to his student, three oF 
tore days per week, Such sessions are often 
-pep renewing apical ess snd sige 
‘eading. discussing various points of 
‘ng. identifying and obtaining components, 
<monstrating magical concepts and spel 
Supervning sient prtce, 

The amount of insruction ax apprentice 
needs is base on that students Imelligence 
Score: The brighter the student, the les time 
the master mast spend in direct instruction: 








Student's Suggested, 
Intelligence Hours/Day 
3-15 4 
16 








ending an 
apprenticeship 


na hip terminates when one of the 

{blowing conditions occur 

* One of the partis des. 

the partie mutually agree to dissolve the 
arangement. 

++ An agreed-upon period of time aarpssd. 

43 The sudent reaches an ngreed-spon 
experience level 

+The seadent’s level surpasies that of his 
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player characters 
, and apprenticeships 
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+ Method of payment, Does the apprentice 
‘or his family pay the master a fee? Perform 
Various tasks 2s payment? Docs the teacher 
bffer instruction in exchange for past or 
futare considerations? 

‘+ Length of arrangement. Will the appren~ 
vice'tay fora certain games of yet 
Until he reaches a particular level? 

‘+ Terms of agreement, What will the appren- 

tice sudy? Will the apprentice be responsible 
for asisting in the master's magical 

merely be responsible for his own studies? Is 

the apprentice expected to accompany his 

‘master oa adventures or other trip? 








PC masters can decide for themselves 
‘whether (o bring apprentices along on adven- 
tures. Apprentices could prove a great help— 
‘and likely woilld handle many of the party's 
routine chores. However, the master might 
have to give his apprentices at least a small 
share af any treasure for their eflorts—espe- 

‘the mission was dangerous. And the 
ther adventurers might insist that reward 
‘come from the master portion, 

‘Handled skilfully. apprenticeships can serve 
as vehicles for adventures-—adventures that 
ould involve anything from a student's search 
fora teacher, to an apprentice accompanying his 
instructor ox a dangerous journey, to a now- 
‘powerful wizard seeking an artifact he recalls his 
‘id master speaking of many years ag 











sample apprentice 
characters, 


Players of wizard or magician. 
‘would like t0 take on an app 
the DM's approval, select 
dates below or use them 8 







detailed elsewhere in 
Buersicir products, 


magician apprentices 
ucoet Green 
Below! Anitean 


magician 
‘AC 10. MV 12: bp 7. THACO 20; WAT 1: 
bmg idd (dager). 69, DIR, C 10,108, W 
12, E414. Bonding! one. 
ments Yarious changes of clothes, 





Proficiencies: Agriculture, Animal H. 
Gling, Blicksmithing, Reading/Writ 
Amuirean, Reading/Writing Basar 

Descriptian/History: Rueoel Green stands 
5 fest, 9 inches tall, weighs 120 Ibs., and ie 
teed thin—sporting bony wrists, elbows, and 
Janes. He hay # shock of thick, dark orange 
red hair which always fooks unculy. Revel is 
Clean and neat; his clothes, though (oo lange 
and not of especially fine quality, are always in 
food repair. He comes across as amicable and 
jovial, and he is almost always smiling. His 
Intense green eyes scems to take in everything 

Rucoel is especially quick to focus om things 
‘magical, Though he realizes his common birth 
prevents him from ever being able to cast true 
‘ule, he still wants very much to have some 
command over Cerilia’s forces. At age 22, he 
already has worked hard for two yeats toward 
that end) under the direction of another mas: 
fer, However, Rueoel’s previous mentor left on 
‘grand adventure and never returned. Rucocl 
‘walted more than a year before striking out to 
find a new teacher, 

Ruicos!'s parents farmers who work hard 1 
ke out a living, know their son is not destined 
for common farm labor and support his efforts 
{0 study magic. They will contribute what few 
coins they have to help hiss finda mentor. 














Linna, 
Tatsivel Rjrik ser 

AC 9; MV 12; hp 4; THACO 20: #AT 1 
Ding 16 (stall). 87, D 15, C 12,1 14, W 14, 
Ch 16. Bloodline: none 

Equipment: summer and winter clothing 
appropriate to the Rjurik climate, silver 
brooch that belonged to her mother, stat 

Proficiencies: Fire-building, Herbalism, 
Reading/Writing Rjuven, Weather Sense 

Description/Hlistory: Linna stands 5 feet 
2 inches tall, weighs 100 ibs. and has blond 
hair that she usually wears in braids. Her eves 
are blue-gray and often reflect sadness 
Orphaned at age eight, Linna was raised by 
other members of her clan in the village of her 
birth, Now, 10 years later, she is welcome at 
the fires of many families but feels she has 90 
‘ane place to call home, 

Since childhood, Linna has known she has 
the gilt of "sight." Occasionally she has 2 sense 
‘of danyer—or joy—before an event comes to 
pass, As a child she wished these sensations 
‘would just go away. but as an adule she has 
become curious about them. Linns would like 
to know mare about her git and learn —if such 
a thing can be lesrned—how to contra 
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wizard apprentices 


Michael Hacnear 

Ostewel Anairean 
‘AC 10; MV 19; hp 6; THACO 20; #AT 1: 
Ding 1d6 (staff). $13, D 14, 13,117, W 
jal, 24; Blood 





‘Proficiencies: Anci 
Dancing, Reading/Writing Anuirean, 
iny/Weiting Basarj. Riding (land-based). 

‘Description/Mistory: Michaelis 15 years 
old. stands 5 feet, 7 inches, and weighs 142 
tbs. The fourth son of a minor noble, he bas 
‘grown up with every advantage money could 

In fact, his upbringing has made him 

poiled and willful. Unfortunately, 
Michael cannot afford to be so: With three 
‘thers in line ahead of him for his father’s title 
find fortune, he will have to strike out on his 
oven before long 

‘Michael's father; realizing that his son needs 
A proession, has commenced a earch foc 4 
tutor, He admires the learning and power 
by wizards, and would prefer his son choose 
that path. Michael is indifferent 

Michael’ father will pay well for the right 
snaster, but will expect significant resales. 




















Sarya Vienkov 
Oslevel Vos 
‘AC 10; MY 12; hp 4; THACO 20; #AT 1; 


Ding, 1d (dagger). $13, D 10. C 12,1 16, W 
18, Ch 9, Bloodline: Voryna, minor, [4; Blood 





‘Sarya knows full well that spelleasters are 
feared and reviled by her people—only last 
‘year abe watched powerlessly as warriors from. 
{fer village stoned a wizard, convinced that the 
region's famine wae either his doing or punish= 
iment for his sorcery, Yet despite the dangers 
‘of such a path, Sarya cannot resist the call of 
magic, cannot deny the essence of Vorynn 
flowing through her veins. 

‘Sanya has hou a quiet search for a Vor spell 
caster to teach er the arcane arts. She must be 
Sieumepect inher nau, minal that fo 
Spellcasters af her race will dent to having sv 
[powers or reveal the extent of them, In exchange 
for inseruction, she is willing to offer her teacher 
loyalty, secrecy, and—should it ever be needed — 
ther aid against attackers 





Kiclganal 
Onevelbalfelf 

‘AC 8; MV 12; hp 7: THAD 20; AT 1) 
Dang 1d6 (staff), $15, D 16, C 13,114, W 
10, Ch 12. Bloodline: 

Equipment: fine wooden staff, a few 
‘changes of well-made clothes, a medium war 
horse, and » pouch of coins, 

Proficiencies: Astrology; Healing, Local 

History, Reading/Writing Brecht, Speaking 
Elvish, Swimming. 
Description/listory: Kielganal stands 5 
{feet 6 inches tall, 1137 Ibs, and has long, 
dark baie, The son of an elf father and Brecht 
nother, Kielganal bas lived in a small coastal 
Hireche town all his life, He barely remembers 
his father. who died in an accident when Kicl- 
‘ganal was an infant 

Kiclganal’s mother, who supported herself 
and her som through her healing talents, often 
{old him stories about his father, His favorite 
tales were thoxe that involved bis father's 
Spellcasting abilities, Kielgsnal used to dream 
‘that one day he, too, would be able to com 
sand magic like his father did. 

‘A faithful son, Kielganal postponed his 
dreams and stayed with his mother until her 
death eer this year, Now that he i ree to 
pst any career he chooses, his mind strays 
bften to those childhood stories. The years have 














TER ‘wizard, one who could teach him the 


‘same elven magic his father com= 

‘manded. He will rst seek a master in the 

chen woods; only if he is unsuccessful will he 
‘ura to human teacher 
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Magical treasure is treasure indeed 

‘Fortrue wizards are rare, 

‘The products oftheir voncery rarer sil: 

‘So be who discovers an enchanted device 

Receives. gift far more precious than gold. 
—Khinasi proverb 

ea 


fhe magical items listed in this chapter 
‘are unique to the Bruntnicitr world. 
Unless otherwise noted, both wizards 
tind magicians can use these items; a few are 
available to other character classes as speci 
‘ied in individual descriptions 
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- magical trems 


and artifacts 


table 1: potions 





1410. Potion x op 
1 Blood Conceating 300600 
2° Blood Enuncemeat 600 1.100 
3 Double Duration 250430 
4 ; 250 600 
3 Immunity 0 

sod Abfites 930750 
6 tronshin 300580 
7 Ley Line Finding 1,000 1,000 
4 , S00 1300 
9 Shadow Walking §— 400.600 
10 Spall Sealing 330900 
= « 
table 2: 
miscellaneous magic 

‘Subtable A (1-3) 
1412 Potion xp 
1 Bagot Feathers 3,000 6,000, 
2 Brooch ofthe Regents $000 9,000 
3 Candle of Fortune 1,000 1,300 
4 Crystal Ballot 

Bird’s-Eye Vision 4,500 10,000 
5. Curragh of Movement 8/300 31/000 
6 Hlemestal Chalice KOO) {4,000 
7 Evefull Component 

Cue 4.900 9.500 
8 Figurine of Traveling 2.750 61400 
5 Gloves of Delegation 5,000 1000 
10 Hato St 3500. '8500 
11 Inset of Spell Relese 1000 2.300 
12 Magician’s Hat 4550 9,000 










Subtable B (4-6) 


1410 Ttem xP og 
1 Mantle of the 

‘Masetians 8,000. 14,000 
2 Mantle of the Bassrji 6,000 12.300 
3 OrbofWeather 3.400 9,300 
4 QuilofErasing 1.200 2,500 
5 of Listening 1,100 2.300 
6 of Striking 1.000 2,000 
7. Scarab of Redirection 6,200 11,500 
8 Talisman of Calling 3,900 8,000 
9 Trayol Diplomacy 6,000 11,000 
10 Webof Spiders 4,500 7.500 
fates ESTES 


table 3: cings of ley 
1a 


Item 
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Ab Ring of Ley Vision 
12 nga Ley Viation 
ee ss 
potions 


Blood Concealing: This magica uid 
‘makes others unable to determine 
‘whether the 
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imbibing spellcaster is blooded. Telltale blood- 
‘marks are masked: spells sach as hnow blood 
derivation and know Bloodline sirngth, and other 








‘effects of this potion a scion can still use his 
‘ood abilities. The potion lasts 246 turns. 

‘Sisty percent of these potions work only on 
wizard seions: if unblooded wizards or charac- 
{ers of ether classes imbibe such a potion, they 
‘suffer 2d4 points of damage. Forty percent of 


these ‘work on anyone, with no threat 
fof damage. A wieard trying to distinguish 
between the two types of potions has a 50% 
chance af success 





Blood Enhancement: Tis potion vable by 
Seyscion, enhanc oe noo od ay 
‘ajc or One majority to great fra pet 
Selddet hours: The imbiber may choose 
‘Thich of i abkes to nance 


Double Duration: This magical elixir allows 
the imbibing magician or wizard to double the 
aration of the next spell he casts (excluding. 
‘realm spells). He must cast the spell within the 
‘next 244 turns, however, or the effects of the 

‘wear off, I'used in conjunction with a 
‘potion of doubling, the ducation is quadrupled, 



























Doubling: This potion must be consumed 
immediately afeer another draught for its 
‘magic to take effect. When imbibed by a wiz- 
{rd, this potion doubles the duration of the 
first elixir, When imbibed by anyone else, 
potion extends che duration of the first elixir 
by 508. Wizards can use this potion with any 
other: for magicians and characters of other 
Classes the DM must make a potion compati- 
bility check (see Table 111 in the DMG), 


Immunity to Blood Abilities: This potion, 
usable by anyone, makes its consumer immune | 
2 








tothe fllowing Blood abies of ater chac- 
‘cera tha ured, dees 
Son, detect lie, divine aura, fest. pers 

“and wither toch, The potion ats 303 tums 


Ley Line Finding: This potion, usable by only 
wizard regents, gives the imbiber eahanced 
direction sense that leads him unerringly to 
the nearest ley lin (though it does not reveal 
the line's owner), Obstacles such as moun- 
tains, magical wards, o¢ buildings do not pre 
ett the Sones Cot nding thing as 

6 reaches jt before the potion expires, 
‘The potion's duration i Sel turns 














Regency: This potion, usable by any regent, 
coi yommer to draw upon hi cons 
tion to his domain and his experence asa repent 
{waffect the outcome of events When consumed 
dling an nction round: the regent gains 4-2 
‘pons his succes rll for any dom o ela 
‘ston he attempts during that ound. 


‘Shadow Walking: Drinking this mistare allows 
‘ica the same acceye tothe Shadow World 
that halfling enjoy: The wierd can fcety sep 
inandl out of the Nhidow Work fr as long 
the potion lat. f the potion’ duration expres 
‘while the wizard i n the Shadow World. be is 
{tapped there unless he has another dose ofthe 
polinada or ca ind aot 
theans home, A val ofthis potion typialy coo. 
nine Ldd uses. with ench dove Listing 104 
turns, Ifa member of shee character clots 
onstmes the potion, ts dation is halved. 





Spell Stealing: When 2 wizard or magician 
{rinks thi potion in the presence of another 
‘age, the imbiber instantly steals a Ist-cr 2nd- 
level spell from his target's mind. The DM ran- 
determines the spell stolen; it must be 
‘one the victim mage has not yet cast that day. 

‘The imbiber is instantly aware of the 

enchantment he has acquired. This stolen 

must be cast during the same 

day, and it is cast at the level of the wizard 

who drank the potion. ‘The imbiber can cast 

the spell in addition to the number of spells he 
‘can east per day. 

‘If the stoten spell is one the imbiber has 
sae ele cant besa 70% chance f being 
able to cast it successfully. Ifthe success 
fils, the DM determines whether the spell pro- 
ddyced an unexpected effect of no effect at al 

‘The wizard who lost his spell does not know 
how he lost it. It disappears from his memory 
asifcast, 


miscellaneous 
magic 
Bey ct eeaskoon sus pos orto 
ya icra get ap 
velvet pouch with 6d6 black feathers inside, 
Each time the regent withdraws a feather from 
the bag and lets it float to the ground, he surm- 
Sle belrgeprt y 

The nominate ene asi tae 
aes ee 
Sani hn ge 
ed ie - 
br ere 
wait up to 24 hours for a response before 
returning to the summoner. Once the raven 
she “i 


‘open and 
delivers the “ 
esponve (if 

terete 

ne). iis 
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no longer bound to the summoner and wil fly 
away free 

“The pouch can be recharged, at which time 
amore feathers magically appear in the pouch, 





Brooch of the Regents: Usable by any rege 
this impressive piece of jewelry typically 
Appears as a large polished stone circled by 
tiny white or black pearl 

When affixed to the cloak of « regent, the 
item magically informs its wearer of the pres- 
tence of ather regents in the same province. The 
frooch indicates the direction in which other 
regents can be found, but cannot ascertain den. 
tify When worn by a wizard regent the brooch 
reveals the precise locations of other regents 

The brooch functions once pee day 





Canale of Fortune: Typically created ia bundles 
‘of sx, these small, aromatic pers can be used 
by wivards only. The ca 

and the spellcaster who burns one pains +1 to all 
‘of is saving throws forthe following. 24 hours 





hy nonreyent wizards and magicians, this 12 
inch sphere functions as a normal erystal 

scrying device, However, in the hands of a 
ogent wizard the ball can show a top-down 
view of the wirard's domain (any provinces in 
which the wirard has a holding). If another 
regent is present, the wizard aay also view 





that rogent's domain (thus allowing a court 
wizard to scxy for his ruler) 

By concentrating on certain locations, the 
user can direct the ball to magnify the view— 
showing enemy armies, wandering monsters 
‘and more. Becatise a regent asturally knows 
bis domain well, the wizard has a 100% chance 
of viewing the provinces he desires to see, He 
fan sery lor one hour at a time, up to three 

imes per dav 




















Curragh of Movement: Although this small 
boat can accommodate up to three individuals 
cof any’ class, anya wizard can power it 

By casting a water breathing spell upon the 
curragh, the wizard causes it to submerge, 
Those sitting inside can breathe water and 
function as if under a free action spell, The 
craft has an underwater movement rate of 18, 

[By casting fly upon the hoat, the wizard 
causes it to fise iota the alr and travel at a 
movement rate of 24 (D). 

Under either spell, the boat operates o 
hour for every three levels of the caster, For 
example, a 7thlevel wizard could command the 
Surragh of movement to travel for up to three 
ours, The wizard can eat additonal spell 
lupon the boat to prolong the duration of the 
flight or submersion, While traveling, the wize 
ard is able to cant other spells if he so desires, 


‘Whether traveling by water oF ai, the 
aust he steered wits re wooden puddle 
{The ward can verbally command the cartagh 
to suriace orld at acy ime. 

Between uses, the wizard can cast a redice 
spell (o shrink the host to palm-size. An 
tilarge spell returns i ois prope sae 


Elemental Chalice: An omate cup often made 
of hammered silver or bronze and studded 
‘with gems, an elemenial chalice iy prized as 
nuh for its beauty and monetary value as for 
the creatures it can summon, 

‘Unused, the chalice has four thurab-sized 
sgems, one each of diamond, emerald, ruby, 
4nd sapphire (worth 10,000 gp each), and 10 
‘smaller gems (worth 1,000 gp each): amethyst 
aquamarine, citrine, jade, moonstone, opal. 
[pearl peridot, topaz, and tourmaline 

Whe a ica fils the chalice with pure 
water and firmly depresses one of the gems the 
fem Vanishes und an elemental or elemental kin 
appeaes, It willingly serves the holder of the 

i that individual sa tue wizard—for 1 
turn plus 2410 rewnds, but each sound there isa 
5% chance the summoner will beak his concen- 
tration and the elemental will hecome free 
willed. Once the period of seritade has passed, 
the elemental returns to its plane of existence. 
‘Consult the MONSTROUS MANUAL” accessory 
for more i about elementals and thei 

when summoned. 

Ifthe holder of the chalice cannot wield 
tie magic, the elemental attacks until it oF 
he pummene a 

‘Once a yem ix used, that type of elemental 
anos be temo gun, The chs en 
dered nonmagical when all the gems have 
been sed. 











Gem Elemental 
Amethyst Skriasit (16916 HD) 
“Aquamarine Water Weied 


Citrine Sandi 
Dismond  Eamh Elemental (12 HD) 
Emerald Water Elemental (12 HD) 
Jade Tempest (10 HD) 
Moonstone Sigh 

Opal Aerial Servant 

fat Nereld 

Peridot Pech 

Ruby Fire Elemental (12 HD) 
Sapphire Air Elemental (2 HD) 


Tops: Fire Snake 





‘Everfull Component Case: This pouch, which 
holds an extea-dimensional space, is about 10 
ree Ene Re ee ea 
‘bolding—only having no weight of its own 
‘no weight limits on its contents—the case will 
hhold up to T cubic yand of spell components. It 
lkzeps all components fresh and duplicates them. 
at the wizard’s request The pouch will duplicate 
ve components, such a8 pearls, up toa 
‘ale of 100 pid pieces once per week Because 
itis duplicate of the original, any com 
‘ponent pulled from the pouch must he used 
‘within Ta tums oe 
‘When found, tho case mayor may not con: 
tain components from the previous owner's 
use, The owner is free to add new components 
at any time 


Figurine of This simple wooden cary. 
ing of an animal springs to life when a wizard 
‘casts any Ist- through dth-evel spell onto i. The 


level of spel used determines the full-size aianal 
‘that appears and the period of animation; 


Isclevel spell—Ridding horse: AC 7: MV 
24; HD 3; bp 24: THACO U7; #AT 2; 
‘Dang 1d2/1d2; SZ L. Duration 444 hours, 


ndelevel spell—Medium war horse) AC 
7; MV 18; HID 2+3; hp 18; THACO 19; 
4X02; Deng 146/146; SZ L, Duration 
dd hours. 








Srdslevel spell—Hippoe: ACS; 
MY Sw 24; Hida: hp 32; THACO 17; 
AY 1; Dang Idd SZ H, Duration 24 
hows. 


-dzh-Lovelspell--Pegasus: AC 6; MV 24, 
Flas (D); MDD 4; hp 3; THACO 17; WAT 
3: Dmg 148/1d8/143; SZ L, Duration. 
1d hous, « 


Pie OE 
eed 











the figurine (though the animal can suller nor~ 
‘mal damage from subsequent spells or physical 
attacks), The mount works tirelessly until its 
uration expires, at which time it resumes the 
form of 2 wooden carving. The figurine func- 
tons once per day. 





of Delegation: When worn by a 
regent's lieutenant, these soft leather gloves 
allow the regent to improve his lieutenant’s 
ability to complete one domain action. 

‘Before sending his lieutenant forth to per~ 
form an action, the regent puts on the gloves. 
Jn doing 40, he can imbue the gloves with up 
to 10 Regency Points: these posnts are imme~ 
diately deducted from his score 

“The lieutenant has three action rounds in 

to.use the gloves hefore the Regency 

pire, When performing the domain 
we lieutenant can spend the regency 
In the gloves to increase his chance of 
‘Once the action has been performed 
(or attempted unsuccessfully), any unused 

















Hat of Starlight; This magical hat looks like » 
tall, pointed cone of dark blue or black, covered 
‘with silver and gold starsand moons. When wom 
bya wizard or magician, it grants hie infravision 
1,30 fet. the pliant are ponsesss 
infiavison, ie extends the range by 13 fet. 

"A hat of starlight usually is decorated with 
244 silver stars, Ld4 gold stars, 146 silver 
‘moons, and 248 gold moons. The wizard ean 
pluck the stars and moons off the hat and tows 
them into the air to release various spell 
effects, Once used, the decorations cannot be 
‘returned to the hat or replaced. The hat con- 
tinues to grant infravision afterall the decora- 
tons are used. 

‘Silver star: color spray. as if east by a Ath- 
level wizard. 

Gold star: rainbow patter, as if cast by an 
“ith-level wizard. 





‘or dragoily comes 
Isle inthe hands of = 

! "wizard only Delicate 

¥ ‘bot far inom tral. 
c the crystal insect 








simply casts spell 
iv animater the 


To 
into the igurine (the 
‘Stour; does oc have poral eecs 
bharm the insect), then directs ito ly or crawl to 


‘an intended destination or target within the wiz- 


ard’ line of sight. The line of sight includes 
places he can see via a crystal ballot spells. The 
fngect stores the spell until t reaches is destina- 
tion. then looses the spell. The act of releasing 
the spell destrovs the insect, 

“The wizard may cast only the following 








re, fog cloud, forget, gliterdust, bypnotie 
fem, improved phantaroul force, irritation, 
aba lou, ssn far 
ce. dispel magic, fireball, lame arrow, 
haste bold person, bold undead, lightning bolt, 
sow, spectral force, wind wall 
‘Destroving, capturing, or otherwise interfer. 
ing with the insect also releases the wizards 
spell. When animated, an insect of spell release 
looks like areal insect and has the following stax 
lates: AC =I; MV 18; HD 1 bp 8: HAT 0; 841. 


‘Magician's Hat: Thoogh any hat or cop ean be 
enchanted into a magicians bag, this unustal 
‘magical item usually takes the form ofa jet- 
‘lack silk hat, pen) or evlindri- 
cal with a wide brins (for men), A wizard or 
‘magician who dofls the cap and reaches into it 
can pull out a colorful illusory animal who wil 
serve him, obeying simple commands for a 
‘umber of turns equal to the spellcaster's level 
The animal has substance and can carry small 
























‘Gegate the animals substance io the summoning 
‘Spelcaster or other viewers. When the duration 
‘Of the illusion expires, the animal disappears, 
leaving behind anything it was carrying, 

‘The animal brought forth. and its color, is 
determined randomly by rolling on the tables 
below: However, magicians and specialists in 
illusion or divination can summon particular 
animals of specific calors, 

‘When found, a motgician’ ar will have 610 
charges. Itcannot he recharged. 


1012. Color 1412 Animal 
1 Yellow 1 Square! 
as cece 2 Ribbit 
3 3 Hedgehog 
Pare a Gat 
3 White 3 Monkey 
& CharcoalGry 6 Ferret. 

7 Turquoise 5 Pe 

4 Block &  Wondchuck 
Pink 9 Oposum 
10 Light Bae 0 Crow 

ML Crimson 1 Beaver 


12, Animal's Natural 12 


Mantle of the Masetians: A mantle of the 
Masetiant i «loose, sleeveless garment of 
sive material that is typically worn over 
er clothes. One of only a dozen created by 
{Mineola aed cantaten ogo, hil rds 
only faintly if magic is detected for, Usable by 
wizards only, a mantle's magic is instantly 
known to any’ wizard who dons it, 

The wearer can command a mance of the 
‘Masetians to cast exch of the following spells 
fonce per day: whispering wind, gust of wind, 
and wind wall. The spells are cast as if by an, 
Sth-level wizard. If the wizaed is in Khinasi 
lands, he can will the mantle ¢o cast an extra 
whispering wind and gust of wind each day 





Mantle of the Basarji: Similar in appearance 
to.a manale of the Masetian, this ich garment 
i usually found with Bd40 charges. A wizard 
‘who dons it instantly realizes the magic I con- 
tins. By expending the appropriate number of 
charges, the wizard can cause the mantle to 
release the following spells as if they were cast 
by an Sth-level wizard: 
feather fall one charge 


Pte 
fie ie 








1m Khinasi, the wearer ofa manaleof the Basar 

«an cal (oth from the mantle any one ofthe 

above spells once per day without expending 

any charges. 

ve Iie mentale by wan ny cam be 
toa manimutn Of 20 charges. No mace 

than 12 of these mantles are known to exie 


(Orb of Weather: This near-anslacent rystal 
alae looks like a miniature cryeal hall and is 
Sisually displayed atop an oraate stand of 
bronze ora An ob of wear cam dessa 





Se 
five experience levels of the wizard. The weather 
feces 

soho digs ta ntet dcorice Ea 
pockpr ecto le Seer 

=o 

‘Usable by regent wizards only, an orb will 
have 346 charges when found and cannot be 
Sea eae 
ee cena ss 


pect ohsewhe nin 
chars 
peerage ike) 
aS 

Gerber 


Removes harmful weather and effects 


Gale-force winds 
1d4 hp damage/hour: fying impossible 





Heat wave 
2d lp heat dmg/hour. temporary 144 Com loss 
east 


of Erasing: This potent cursed item has 
Soe i Ce i apes 


as an ovinaty writ- 
icgauleatstic os Rnca ‘as suc, is devay- 


it paves loendrehag abd 
individual carrying : scrolls, or 
writings. Se ee ae i 
eutgte aitetcorteos a 
‘dtp lst gl The alfa 
‘no effect if the paper containing the magital 
shag pone nag tor a aa ae 
ety autos astern 
hel eb pal nee ing 


Quill of Listening: A wizard who draws » cigtle 
(on 2 wall or doe with this quill can listen 

fas fhe had cast chainudience. The wizard puts 
bis ear against the circle and can clearly heat a 
‘poise in a 60-foot-square area beyond the Ww 


























| Quill of Striking: Upon command. a wis 
ard holding this quill an transform i into = 
Staff'+1. A second command returns it to 
form, in which it operates as 2 normal 

at 





hits the wizard’ opponent. The charge nat 
ifthe wird docs not suessflly 

strtke his foe. Only one charge can be spot 

per round. When the charges are 

{ulll cannot he recharged, though 

feta ks ability to function both as a writing 

faytroment and a staff +, 


Scarab of Redirection: Looking lke an orate 
Din or cloak clasp, this magical device allows the 
Weard wearing (10 cast apell upon another 
that he could normally cast only upon himself 
Ech use ofthe scarab expends a chang: sarabs 
of redirection typically ave found with 346 

yes. As apiece of jewelry, a scarab is worth 
1,200 w 3,600 (63200) pa peces. 











‘Talisman of Calling: Often looking like a 
hhand:sized sculpture of a mythical beast, these 
‘much sought-after 

talismans are used by 

wizards to call particular 

creatures with monster summoning 

1, 11M, 1M V. VI. and VOU spells 

Ifa wizard has the talisman on his person 





regent needs to contact another be places © 
‘written message in his ray, speaks the name 
‘ofthe rogent for whom it i destined, and 
gives the command "send." The message i 
immediately transported tothe other 

sy of i 
The tay meres Te tes oe 
Binches long and} inch deep. I 
‘will transport only sonmagical 
vetting on loose sheets of paper 
Sy "Kregeat can send a message to 
2A.) any thee regent who has ay 
“of diplomacy. regardless of 








shether they hae ad prior communication, 
Setiase born cement esol hers VU 
those lems ave sometimes given = 

Sith postal ales 


ey 
spider web embroidered in iver ond god 

{Tvase the device: ward ay the lath 
{lato a piece of wane and pases hs hand ower 
ie'the device cal fort oe pe ha 
Serve the wear to thebestof te abity for 


412 rounds. The ypider has a special ability oc 
spell can use once per time summoned: the 
‘wizard determines when to use the ability. 





‘when found: Spider statistics can be found in 
the Monstovs Maxuat. accessory Roll to ran- 
‘doraly determine which type of spider appears: 











1d6 Spider Special Ability or Spell 
1 Hairy Web spell as if east hy a 
‘7ebv-level wizard 
2 Longe Greate spell a if cast by 
ain Sth-level wizard 
3 Hoge 
4 Giant Mage is based, por the 
spell, for duration of 
summoning 
5 Phare Summoner can blink, per 
the ring, while spider is 
present 
6 Gargantuan Taflicts maxinum damage 
‘every other round 


cings of ley 


-enturies ago, an elf regent wizard narved 
Lienna Deir created one doven rings of. 
ed ey each one of sind, Realising 
‘were gaining more power in Cera, 
fashioned these rings with the intention of 
lng thems to other eff reyemts, Licnnut wanted tn 
hhelp the elves regain control over more of the 
lind’ forces and prevent humans from gaining 
too much knowledge of mebbaigh!. 
"Some of the rings remain in the hands of elf 
regents. Others have fallen into human posses: 
‘Sioa: some have been lost allogether. No one 


lnows for certain who holds individual rings. 

‘Rings of ley can be used by regent wizards 
‘only, The rings must attune themselves to their 
‘wearers belore they can be used. a process 
that takes 1412 days per ring. An individual 
Gannot wear mare than one ne, ata 
time, should anyone ever be so lucky a5 to 
heal i Re Baer nae wh 
charges cannot be recharged. They are imper- 
vious to phynial and matical damage; only 4 
“wish spell can destroy them. 





of Ley Communication; This useful 
hand ot geld date wih ny dimond an 
emerald allows the wearer to communicate 
{clopathically wth one of his Wettenants. The 
Itoutenant must be to a provines tbe 
wihich't fey ine controlled bythe wirard 
pastes, The sing functions once per day 
{Ean be use or up to 30 minutes a time 


Ring of Ley Detection: This ring enables its 
sweater to fern ia ley ine has been affected 
by the coal spells provct ey line ley trp. oF 
fey ward. However, the fing cannot negate 
‘hone spells, This ring i the simplest of those 
5 Lieana, Teappeats to be a circle of 
braided, dry reeds woven together. The ring 
functions once every thee action rounds 









i of ty Diacovery Made of pur 
thing is tt with pale green po 
ese teage’ Poca oe aoe 


the rings designed, itis believed to 
bear the ture inside the band. 
‘When eer expends a charge, a peact 


7 for the next 72 hours the ring, 
‘weater to the nearest ley line even. 

ft Wan ancient ley line, Obstacles such as 
‘modntains, magical wards, buildings, or even 


mast pe oy ‘will aot prevent the 


line, Wht found, this 
jeevitie rl 
Ring of jon: This powerful ring 
allows a witard to cast realm spells in any 
‘province Adjacent to 4 province im which one 
thi Tey lines termingtes. He can cast the 
Sell as if a ley line connected the province to 
tua lay Se 
“This ving was fashioned of hammered bronze 
and has tiny rosabuds engraved on the inside 
and outside of the band, Remors say it was 
Licnna’s wedding band: some scolar 
thas second cite gente ltr tpoeae 
The rng functions once every station rounds 














Ring of Ley Forging: Made of pletion and 
Ter with af omer: tole ton enanlentis 
are to forges hook-up to a8 exist 


‘the hook-up has 
been forged, the wearer must pay normal 
‘maintenance costs, The ring functions three 
times per year. 


Rig of Ley Life This bands made at 
mered slver and is set with 3 beartaha 
Soersnearh more than 10/000 gp, When 








Sees mea ete ig yc 
fon oc = Capello orb 


Tines—up toa maximam of 10 points, The 
iz are regenerated asthe regent lees them 
Terre te Rap il evenenyrepice on 
limbs or organs and ring is wearer back from 
‘death, When the reaver i restored to fll it 
po eatin uh an inary, an xt 
ompletely restored. If the 











waar ied sll wearing the raw 
bring him back wo le (with 1 hit point) alter 
one turn has passed: Only total destruction of 
all living risaue through fire; Seid, or similar 
neat sent 
if the ring is placed on the finger ofa regent 
wizard whos already dead, no result occurs. 
Ring of Ley Lore: This sing, arpa from pale 
blue’ ‘only in the Sea of Stor 
ciphinfawlesly 





The regent must designate the lines at the 
time each line is forged, thus ereating a link 
between the line and the ring, If the regent 
obtains the ring after beginning his ley line 
network, he may designate up to two pre- 
existing lines, Lines so desigaated cannot be 
deactivated, detected, sundered, or traced by 
rivals. Further, they cannot be borrowed by 
the wearer of the Ring of Ley Use, 

However. if circumstances necessitate such 
drastic measures, the wearer can sunder his 
‘own shielded ley lines without harm, 

‘Once created, a link cannot be broken in 
order to designate a different fine, The link 
remains until the line dissipates, oF until the 
‘wearer dies or lases possession of the ring, 








Ring of Ley Transport: This ring is a thick 
brand of silver shot through with streaks of a 
darker, unknown exotic metal, Two black opals 
fae set into ie. Three times per week, the ring 
an transport its wearer to provinces along his 
Tey line network 

The wearer must first be ina province through 
which one of his ey lines passes, By visualizing 8 
estination, the wearer can use the Fing to 
instantly teleport to any other province in the 
Aetwork. The ring will not transport the wearer 
inside objects or buildings, and alway’ deposits 
the regent safely at ground level 








Ring of Ley Use: This plain-looking ring, 

med to be fashioned of tighnuaerrl (blood. 
er), grants its wearer the power to use 
her wizaed’s ley line without Gest obtain: 
i permission, 

The ring allows its wearer to cast realm 
spells thronigh the borrowed ley line and asso- 
Gated hookups as if he controled them, (The 

ing does not give him control of a ley line, 
simply the use of i.) Further, the ring imparts 

its wearer lmowledge of the source levels he 
has access to through the ley line, 

Tha line has been protected by magical 

weans, the ring’s wearer suffers the effects of 
those measures. When found, the ring will 
hhave S410 charges, It functions twice per year, 


















Ring of Ley Vision: This is the most ostenta 
‘ous of the rings of ley, a bronze band set with 
2 ruby the size of a grape. By staring into the 
semstone and concenteating on « nection of 
{ind through which one of his ley lines runs, 
the wearer can see what is transpiring there 
Regardless of weather or time of day, the 
wwearet will always see the land as clearly as if 
Viewed in broad daylight. 

‘AC any given point, the wearer can see an 





“area 120 yards i radius. Through verbal com- 
mands, he can 3 location oe move the 
‘enter of vision to see surrounding land. The 
ones ca cy through the ing nce pe 
up to an hour, 


Ring of Ley Vitalization: This ring comprises 
two intertwined bands—one platinum, one 
The waar who wears this ing doesnot 

ave to pay Regency Points to maintain up to 
four ley lines. The regent must designate the 
lines atthe time each line is forged, thus creat- 
ing link between the lines and the ring. Once 
created, 4 link cannot be broken in order to 
designate a different line. The link remains 
luntl the line is sundered, the segent dies, oF 
the wearer loses possession of the ring. 





artifacts of 
deismaar 


fount Delsmaar's destruction 
Tires the face of Cerin forever- 

Nore The anniiation of the old 
ods unleashed powers among the culing 
lassen us the divine eaxences of the gods 
hhecame infused in mortal forms, However the 
sods’ champions were not the only recipients 
Sf divine powers: Some of the power was 
infuse into the mountain iets And when 
Deismaat was obliterated, that power scat- 
tered across the face of Cera. 

‘Delile! (DAY-ex-seel) is an elvish word that 
refers W any of these powered remnants of 
Mount Delemaar. There are two types of 
deissiel known to scholars; mebbaighl stones 
‘nd seabogh (SEEL-shas) yes. 








mebhaigh| stones 


‘The natueal ebb and flaw of mebh. 
magical energy that permeates 
discupted by the explosion of Mount Deis- 
‘maar. At the central point of this destruction, 
some of this magical energy—enhanced by the 
essence of the gods themselver—was 
flee haedenteg lueupa of molten rock. 
socks were flung far aad wide by the 
leveling of the mountain, and to 

this day are discovered all over the 
continent, Scholars hypothesize 

that some landed jn Adlia, also. 





Mebhaigh! stones contain a quantity of 
mebhaigh! equal to that found at a source (1). 
‘The stones are portable and, in most casen, 
aay be tapped by regent wizards as if they 
seore sources (1). 

‘Once a mchhaighl stone is tapped to cast a 
realm spel, the stone loses is stored energy 
However ifthe stone is placed near a source 
‘manifestation for one year, it reabvors magic 
‘al encegy and may be used again as-a source 
{f) There is ne apparent limit wo the number 
of times a stone tay be 

Up to three stones may be used jointly to 
cast realm apell requiring a source (3). No 
tore than three stones may be tapped to east 
{realm spell any additional mebhatghl stones 
‘se for ene spell wil simply he drained with 
‘ut contributing their ence to fuel the spell. 

Amebhaighl stone used in conjunction with 





a,gaurce cam boost the source level by 1: in 
‘words. a caster tapping a source (2) 

‘a mebhaighl stone may cast a realm spell that 
requires a source (3). Like the three-stone 
limit described above, no more than ape stone 
may be added to a source used in.a realm 
spell, Additional mebhaight stones at the 
source will not be drained, but they will not 
add further power. 

‘Mebhuighl stones most often take the form of 
smooth, dark, oblong stones aboot the size of 
small melons. Their shape and texture is partly 
due to the molten rock’ expulsion through the 
aie following the explosion of Mount: Delsrnaar. 
though other natural wear and tear over the cen 


tures has smoothed the rocks frthet. The 
stones are sometimes found with minute green 
crystals embedded in the rock: Mebhaighl == 









‘Mebhaight stones are coveted by wizards 2s 
safe, portable sources of magical energy. They 
may be used by all true wizards, even non- 
‘regents. The stones exhibit one dangerous quirk, 
however, as an ‘wizard in ceoturies 
past discovered: A stone may never be placed in 
an. ‘space sach a8 1 Bug of hold- 
ing or portable hole, If this accurs the stone's 
innate magics destroy the magics ofthe extradi- 
mensional space and the stone itself will 
explode with the force of « 2346 fireball. The 
stones become unstable when cut off from the 
‘mebbaighl from which they derive power. 


sielshegh gems 


‘The mon abulos gifs of Deismaar’ all are 
the slshgblen (seh SHAY en) or “blood 
Stowe” as translated fom the ver tongue. 
Lago denies these tone es theres 
of rock where the gods stood and browght 
thei fal power to Bear against Aur These 
lange depoaits of exe emt mere imbued with 
the'poer ofthe gn fat a he god har 
pom mere so iaveted: ie mebiph stones 
Seip go ered ene 
‘gos an the mountain exploded. 
te tho ats codecs in pee 
of a seahegh wes Daryn Theres Prince Rae- 
sene’s ciel ansereicy Coreltog froma 
Hlanted wreckage ofthe bts, he chanced 
tovgresp 1 small dark costal that glowed in 
etpeliblatoucks sodden, be posed 
‘idnional powers ad slew fr of bis ain 
fro claim pen more He fled the scene of 
rile when fsesene sought to steal he stone 
ffom him; Evens al st he hate sites the 
power of the raw gem and fervently sought 








‘more of gems to enhance their own might. 
‘Arnumber of the raw crystalline rocks were 
e found While 
. many remain 
fore, cut 
‘J 
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‘and polished sielsheghlien have become pre~ 
Sious gems with power hevond the monetary 
‘Value of the gems themselves. Over the cen- 
‘ries, the scions of Cerilia have gained some 
knowledge about the selsheghlien: 


color 


Eos uAhgl DRAM eet: 
rreshooge pice een aera 
manifests 


gem’ color The bloodline of Anduiras 
{red rubies; Azrai’s power pulses within black: 
‘sapphires: Basala's energy lies in bright yellow 


topaz: Brenna’ bloodline is embedded in deep 
orange cit Masel’ Bloodline powers blve 
‘sapphires; Reynir's essence can be found in 
‘emeralds: and Vorynn’s power lies in diamonds, 





size 





‘emperor, prince, and kai 
fest). The gems exact size is immaterial be 
the three general categories; that is, two gems 
in the same category will contain the same 
amount fener regard of sh si var 
‘tions between them. 

Emperor gets range from 1 t02 inches in size 
land grant their heaters 10 additional hloodline 
‘strength points, Gem ofthis size ace often cabo- 
‘chon cuts and are weed as adornments on belts, 
inracers, crowns tiaras, and other large items, Of 
the four known emperor sielsheyhen, two were 
set in crowns, one ix tet at the head ofa staf, 
‘and the fourth was part of an elaborate necklace, 

Prince gems are i to 1 inch in size; these 
gems afford their wearers 5 extta bloodline 
‘strength points, Cut in a variety of sha 
prince sielsheghlion have appeared in anvlcts, 
Figs, weapon pomumels and hilts, and even as 
parts of inlaid murals. Over 20 prince gems of 
vated Weedioms ieee been econ, 

‘Kaighe gems are tiny stones K co inch ip 
sin: these give their bearers only 1 additional 
bloodline strength point. However, if one 
bearer carries four knight gems, they collec: 
tively prodice an effect greater than the 

‘sum of its parts by granting the 











bearer the power of one prince gem (5 
points). The smallest recorded kaight 
sielsheghlion are the “inch erown-cut gems 
in the Spurs of Awnmaur, any attempts to cut 
smualler gems cause the energy to dissipate 
‘There are very few known knight sielshegh- 
lien, since theie small size and power canse 
them to be easily overlooked. 


proximity 


Silclaheghlien reveal their powers only when in 

orimity to sameone oftheir particular blood- 
line, When within 6 inches of a scion of the cor- 
‘ect bloodline, the gem or awe stone glows with 
inner energy: The glow lasts while the scion is 
within the specified range. From more than 6 
inches away.a scion cannne sense that selsheyh- 
Tien ae diferent fromm normal gens 

To the touch and detection of all other 
bloadiines; blood abilities, or spells, sielshegh- 
Jien are normal gems or uncut rock crystals 
‘Thus, some siclshegh gems have been used as 
normal gems by folk of other bloodlines with 
no inkling of their true worth o¢ power. 














duration 


Although a siclshegh glows if scion of the 
wdline approaches within 6 inches of 
‘on gains its benefits only if he 
it for atleast one round. For 24 hours 
the scion yains the added Bloodline 
points; ifthe points are enough for 
the scion to advance on Table 12: Bloodline 
Ability Acquisition (in the BuewicHT Rule- 
book), he gains a temporary additional blood. 
ability The added points (and any exten abil- 
ties) are lost if the scion does not touch the 
slelshegh (or the artifact in which fis set) for 
atleast one round every 24 hours, 


















known sielsheghlien 


ly hand of sesexblen were found 
immediately at the site of Delsmaar, Daryn 
hero fled wih the only kaown Adal selaeph, 
while Will Danig found usar 

Staaf his om. oes and ile di 
“evered ine large Faw gem fragments that 
‘would become the 18 stlshghtin of 

[Anduiras The other known bloodstones 

secre crated fom fragments found 

Spread across Cela 

Porneaty 

1.000 
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years after Deismaar only 19 sielsheghlien were 
‘lscovered. In the centuries since, neatly a 
dozen mare gs ave been found 

‘No siclshogh fragment ar gem corresponding 
‘to the bloodlines of Masela or Reynir has been 
recorded; the colors and types of gems listed 
above for these gods are the educated guesses of 
‘scholars. Legencls among their faithful locate 
their respective siclshoghlien deep in the murky 
hhottom of the Straits of Acrele ("That's the 
Seaulake's tre purpose—to guard the siclshegh- 
lien of Masela” say old salors) or embedded in 
‘the peaks ofthe Seamist Mountains. 


sielshegh artifacts 


Of course, the power of these gems demanded 
their use—especially in the early days of the 
‘Anuivean Empire and the initial rise of the 
awnsheghlien, Many of these artifacts are still 
remembered by sages, and some are recalled in 
tales and legends of the common folk. Below 
are the artifacts created from the known 
Slelsheghlien and notes on their current fates, 


Bom aor 
Set sect star sa sheglon 
tier chines cw 


dlominated by an oval emperor cabochon in the 
enter flanked by’ two round prince eabschons. 
Foue /ninch oval knight gems surround the 
emperor and form he inking points to the to 
princes, All of these gems are jacith infused 
tvch the power of Brenna’s bloodline; their cok 
Jective power adds 25 bloodline strength points 








pendant, 
‘Wulf Danigat Deismans- Over the cen 
tures, members of Danigau’s ruling 
family tound more selsheghlien of 
‘Brenna and incorporated them 

into the necklace. The jewelry 

SS ecame known as Bremnas 
Favor when the two Hanke 

‘ing prince gems were 
‘aided 40 years 250. 
Corrently. 

‘Breas 











“Favor is missing, believed stolen by either the 
Swordhawk of Masseamarch or Albrecht 
Graben, the pirate-king of Grabemtod, 


Bridle and Spurs of Awnmaur 
Believed to have been constructed from the 
Hoodstone found by Daryn Theres, the Awa: 
tna artifacts are a trio of objects made with 
Tour sielsheghlien of Azrais bloodline; 8 pair 
‘of ornate platinum spurs and a horse's bridle 
Stith matching detail work on the leather and 
Knobs, These items were created approxi- 
taatcly 500 years ago by an unknown wizard in 
‘Taeghas. While the exiginal name of the sem 
dnd their creators name ate lor, they gained 
ihe name *Awnmaue” an elvish word meng 
“dark Rorseman.” (rom their most 4008 

owner. the awnshegh Rhuobhe Mansayer 
The Bridle of Awmatur hoids two prince 
‘gems that pliter darkly on the knob-ends of 
Sets Te lain dhe 
settings are carved in the a in The 
tack leather reins on the bridle ave feature: 
less, and no one has ever determined exacthy 
‘shat creature's skin became ths supple and 
‘rong leather, On its own, the Bridle of Awn 
horse the ramve abilities 35 











during the day; at night, no mount is even 
necded. When night falls, he ters collectively 
Conjure a paanton sted out of material drawn 
{tom the Shadow World The steed ha all the 
“Ties of ene summoned wit «phon sted 
Spull cast bya dthlevel wizard, thoogh can 
‘Sry no passengers but the rider wearing the 
Spurs The phantom sted can he summoned 
Shee per aight and laste for up 0 10 hours, 
“inlile air dmounts, or ntl dawn, 

‘hen used together the spurs mre 
collectively add 3 pone Of iodine strength 
tothe wee 

‘Curtenty, no one knows who has these at 
facts Rhuobie has not used aay of them in wl 
{vera century, Rumors soggert that the bide 
Tas stolen from his fortress, Tower Ruano, 
By nmats of ether Tuoren or Avan 








oe 
Calamity is an ash quarensaff +2 with a umber 
‘of magical enchantments endowing i with rest 
powers In addition u its magical peopertis, 
also serves asthe setting for to siesheghlaen of 
Vorynn’ bloodline, The eraperor crowcut di 
ond atthe top of the stall Vi inches across 
and anchoved a the lop ofthe staf, while dhe I> 
inch cabochon-cut prince diamond i st where 
the wer sal nC 

‘unigae staff saliva inthe possession 
ofan enigmatic female known ony the Wi 
and Some Anuieas ae thatthe mond 
were not alway part of Calamity, thowgh no one 
Knows where or when they were found and cut. 
Tis highly unely thatthe Wiese il be fort 
«coming with any information, 

"The stall duplicates all the abilities of three 
other magical fem: an aneulet of proof 39a 
detection and location: the Ring of Ley Ue; anda 
‘taf of thunder an honing. dion tol hat 
power, the cwo sielsheghlien grant Cilmi 
‘owner 15 bloodline strength points (103 
point, respectively) 


imperors and State Crowns of Anuire 
“he Emperors Grown and State Cro of Are 
aca njuably the greatest artifacts ever bold 
sielsheghlien. All the gems were found in raw 
form within 5 miles of the Deisaaar bate site 
set cued by Relea iselowe. 
esa ges were left ough and unc foe yea, 
‘When Roele began his dream of bringing. 
ce to Ceri, he had the three largest ruby. 
fraginents cut and polished into five gett of 
yarious sizes. These helped grant Rocle the 
power to build the Apuizean Empive. Once the 
empire vas established, Rocle's gems were set 
into the Emperors Crown of Anuir, the stan 
acd crown of the ruler om the Iron Throne 
Additional bloodstones held by Roele’s kins. 
hnien were cut and polished into 13 magnifi- 
“cent gems that were set into a formal crown 
for sate occasions, the State Crow uf Anuize. 
The greatest legend about the power of the 
‘eoyns involves the Rmperoe Shacne, grandson 
‘Of Caercuillen and father of Eeyperor Hadrian. 
Shaene’s predecessoy his twin brother Aden, 
ame to the Iron Throne as a child in 870 
Haelya’s Count upon the uncimely death of 
their father, Emyperor Torele- Arlen, always 
sichly fet and died easy 872 The LLyeaee 
‘ld Shaene learned too late tha his brother had 
fied of poisons administered by the deadly 
fnwnshegh assassin Daryn Theros, now known 
a8 the Diabolyk. At the moment of Shazne's 
Eoronation, the Diabolvk revealed himself and 
slaughtered a number of guards. However. his 























plas of gaining the Iron Throne was stopped by 
the will of the child-emperor The State Crovors 
siclshegh gems flared brightly as Shaene drew 
‘spon their power and called on the blood abli- 
Us couraye and divine wrath, He commanded 
the Diaholsk to leave. The swnshegh lagged — 
until it met Shaene's eyes and fled for is life, I 
is sai that the Duabol thereafer feared only 
tio things: the Gorgon and his imperial 
Majesty Shaene Rocke i of Anuive 
‘At some unknown point during the reign of 
Emperor Hadrian. great crime was commit- 
ted: The sielsheghlien of both crowns were 
stolen, pried from their settings and replaced 
Sih pas thal sil owed wih manic 
Tighe. few beyond the Roce far an 
the imperial Chamberlain knew of this loss, 
some Liter muttered that Michael's death could 
have been avoided i the Emperor’ Crown had 
its former power Since no one in the part si. 
centuries has been reported using a ruby 
ht, the Dosieres believe the gems were 
Split upand scattered. Unless a sion of Andis 
omer into contact with ane of the rubies, the 
‘ems may never be found. Since the yoms were 
Slso cabochon-cut for flat settings, Caliedhe 
Dosire believes thatthe rubies may have been 
rade into other jewelry but not altered, since the 
rubles were flawless and few jewelers would 
recut and risk damaging such perfect gems. 
‘Both crowns all exist, withthe fase tubes 


in thoi stings. The crown resting place ism 
tecret known oaly ta Calledne Doser the 
Imperial Chamberlain of Anuire. When 3 








while it was wore. The Emperor’ Crown formenly 
held 1Scinch oval emperor gem surrounded by 
Tour Scinch oval prince gems. This crown, worn 
daily by the Emperor of Anuire, gave its bearer 
30 additional Bloodline strength points. Iti 
‘unlikely that these gems will ever again all he 
collected inthe same place. 


‘he Siclebr 
The greatest of the known sielsheghlien on 
CCerilia is the Sielebr (SEEL-ayr), the “Stone of 
Light.” This solid mass of uncut, unpolished 
lopsz is apparently the entire mass of Basata's 
sielshegh. Though it bas a rough surface, itis 2 
nearly perfect globe of sielshegh appro: 
mately 1 foot in diameter. Details about the 
artifact are sketchy and come from verbal 
‘Accounts over 1,500 years old, but the Stone of 
‘Light apparently holds more power than all the 
sielsheghlien of the Emperors Crown and Stee 
“po comnine 

‘The only remaining physical evidence of the 
Sieleby's existence is an ancient, fading tapes- 
try ina tiny temple to Avani io the Khinasi 
domain of Djafra, The tapestry has four images 
‘it, The first image shows Mount Deisma: 
faploding and throwing a yellow rock bsh 
into the shy. The second renders a Basar war- 
for fading the rock in a daser: the warrior 
and the rock both glow, The third image shows 
the warrior blasting an army apart with beams 
‘of Gre frony his hand. The final image depicts 
eitice ow et on ta dech oa Baa 
r 


hig eae 
‘Oral tradition among the Khinasi identifies 
the wartior as Aram ibn Malik, a young man 
who discovered the Sielebr shortly alter the 
Deismaar cataclysm, With the bloodstone’s 
aid, Arath and his followers (the Holy Thirty) 
were able to slay the entire army of the great 
‘oppressor Onur al-Sami in lands now claimed 
by Zikala, When others tried to claim the 
Sielehe from Aram, he and the Holy Thisty led 
and took a ship to parts unknown. Little else is 
Knowa about the Sielehr. save that Avani’s 
faithful and a few diehard Basata worshipers 
consider it one of their holiest artifact, 

In trth, the tales are accurate, Aram and 

10 of his 30 pious companions were 














we 


the mountains of Cerli's eastern shores: in 
fact ive of them, now long-abandened, sill 
‘exist im the domains now known as Suiriene, 
the Magian’s domain, Merasaf, Yeninsky, and 
Zoloskaya. Aram and his followers continued 
their trek northward sntil finally they put 
Leviathan’s Reach hetween the Sielebr and 
those who would use the bloodstone for their 
Within one of the highe e 
thin one o st mountains ranges 

‘of northern Torova Temylatin, Aram and his 
followers buile Basala's Seat, an impregnable 
monastery carved out of a mountain peak, Its 
Central chamber holds the Sielebr. Basata 
Seat is reachable only by 1 single pass that 
‘remains snowbound and impassable for all but 
two weeks out of every yeat: The biter, power 
fal winds surrounding the peak make it to 
treacherous to approach by any fying crea 
{ore es hardy than dragons, Fortney fo 
thove who guard the Slelebr the artifact itself 
helps beep the monastery warm. 

"Xe its most populated, the monastery held 
78 people. Te now holds only for scions Arar 
fb Malik, Fatima bin Aram (Aras eldest 
daughter), Tuarim ibn Aram (Fatioa's fourth 
Son), and Alvaro el-Surak (the last ofthe Holy 
Thigh a ‘of these scions have the mre life 
‘Mood ability ut reat power; Aram and Alvaro 
both appear to be men in their forties, while 
Fatima and Tarim germ to be inthe ate and 
eicly twenties The Younger ofthe four 
guardians is nearly 1,500 years old, 

‘Some Khinasi believe that a piece of the 

ielebr broke off belore Aram dincovered it 
izens of Arya still speak of the "Blinding 
Bracelet of Georg One-Eve,"a magical bracelet 
‘worn bya wizard merchant of mixed Brecht 
lind Khinas blood. The bracelet is described as 
‘igolden hand set with a glowing yellow topaz 
Legend tells that Georg axed it to project 
light and magical fire, but he and his bracelet 
disappeared in a sudden storm at sea over 
200 years ago, His ship was last sighted just 
‘utside the Dowren Arm of the Krakennauricht 
Given the powers of the bracelet and the 
legends of the Sielebr, some Khinasi believe it 
held'e smgle chip off the Stone of Light. A 
‘select Few go so far a8 to maintain that that 
hip were found and reunited with the Sister 
Basata would come again to Cera. Since no 
living Khinasi koow the final resting place of 
the Siler, ii highly unlikely this theory will 
ver be pur tothe test. 




















spells 


jhe following spells were developed 
‘ I Moth tbe Seotries by Corlian se 

ards and magicians (o address needs 
unique to their world. Their descriptions 
appeat in the "Conventional Spells" chapter of | 
this book. These spells follow the standard 
rules and format of other ADD spells. 





firsr level 

Khinasi Trade Tongue 
Know Bloodline Derivation 
Know Bloouline Strength 
Know Cerilian Origin 
Sidhelien Bow" 


second level 
Calder's Starry Sky 
Pievt Strike 

Mask Bloodline 
Misfortune 
-Ruornils Tracks 


third level 
Enhance Blood Abily 
Erik Quill 

Hcl Howe 
Suppress Blood Ability 
Zikalan Fteform 





fourth level 
dently Tighmaevsit 
Improved Armor 
y 
Shaefpacte’s Shadowy Distinction 


fifth level 
Disguise Bloodline 
Facet 

Mass Mounts 
sixth level 
Sishelien Mien 
Suppress Bloodline 
seventh level 
Resist Magic 





Magic Drain 


ninth level 
‘Blood Drain 


* talcized spells ave reversible, 


battle spells Z 


hese spells affect entire military units 
I Vrboy werd eeureried com ein 
onal spells by Cerilian wizards. 
‘magicians for use on the battlefield only. Their 
descriptions, as well as details about the use of 


tthe ‘Bae Magi chapceofeoake 


first level 
(Charm Unit 
Rain of Magic Missiles 











second level 
teeing Ste 
third level 
Flying Troops, 


Monster Unit Summooing f 
Slow Unit 


fourth level 















d-level caste. 
realm spellsby “co 
caster level SCE vine 
‘Mans Destriction 
his comprehensive list of wizard realm ‘Summoning 
spel hues hase pels Transport 
tela coins pied erbeix = gthh-leuchonster 
spells appear in the — Gold Rush: 
S" Chapter of this volume, The Protect Source 
ist is by the ‘Regent Site 
level of the” 
‘payee Fortine laeekcneter 
source lve see f Dea 
ist-levelcoster, | | f Belek tise 
. 
Dipel ean Magic t Oa BN 4 
Sabverson mr Grh-level caster 
fe, ‘Daestion' 
Ray Ge peice 
Coffer Ci iit ) Legion of Dead 
Detect Ley bir | Ley Ward 
Rave 
Brh-level caster 
‘Shadow Block 
oth-level caster 
Deactivate Ley Line 
hance Source 
soth-level caster 
Deplete Mebhaigh! 
/ tathtevel caste 
Y' ‘Sunder LeyLine 
s6thevel caster 


realm spells by 
source level 


“Whe folowing lst is organized by the 
‘nium source level nceded 


fons of all realm spells 


in the“ 
Spells" chapter ofthis 


Repent Site 
Sery 
Subversion 
‘Trace Ley Line 


source (a) 
ate Fury 
Coffer Credit 
Betection 
Enhance Source 
ald Rash 
Inflame 

Mast Lay Line 
Royal Fade 


source (3) 
akhemy 
agogue 
Logion of Dead 
lay Trap 
Protect Ley Line 
Summoning 


source (4) 
Deactivate Lay Lina 
Ley Ward vind 
da Block 


source(s) 


Death Plague 
Deplete Mebbaight 
Many Dentiucton 
Raze 

‘Transport 
Warding 


source (6) 
Siphon Mebhai 
‘Sunder Ley Line 


source (7) 
Poison Source 
Stronghold 


using other 
spells and 
magical items 


Se ee teclneee! 
Ne 
ate for use in a BurTHRIGHT campaign, 

Tet deted teen ae 
Susser ancran as 
Pll fice oe 
Sa enemies 
are otherwixe incongruous with life in Cerilia 
iecereana 
eoeeae 

Players may use any spell 
from the PHB in a Bieriimcet 
campaign (though they may want to 
‘consider giving spells such as Nystul’s 
eas, 
DMs may feel free to introduce any magical 
Beane 

This section lists the spells and magical 
Re reper 
meet aera 
Secceeemie. 
poke ore 
always, however, players and DMs may 
agree Goren (or disallow) as or Ce 
Saree ae 
Somesirarman 
Be eaieecs ees 
Sees 
ener 
Scorn 
iain 
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‘Lasting Breath 
Metamorphose Liquids 












‘Tum Pebble to Boulder (does not affect 
‘mebaighl stones or siclsheghlien) 

fifth level 

Far Reaching 111 





re ‘Transformat 
Weammot be used athe Shadow World) 
papas level 


‘lod Feit Joining 

Ancensify 

Malec-keth’s Flame Fist 

‘Shadoeat (cannot be wed inthe 
‘Shadow World) 

Steal Enchantment (doesnt affect 


magical items 


potions and oils 
penta of Tea 
Carded Death 
Mrdoek’ tnsect Ward 
Olof Pesertion 
Starella's Aphrodisiac: 


powders 

Poder ofthe Black Ve 

Powe of Cougulaton 

Poor ofthe ero Heart 

Pome of Mape Deleon 

sings 

Ring of Affliction 

Ring of 

Hing of Bereeucle 
toes no afer 

Ring of ortude 

inf Randoonae 

Fig of Resiance 


) 





cods and wands 


sane 
an of Hlernet Te ation 
Wind of Mialaced Object 


iniscellancous magic 

die Spores 

Amulet nd lorepsy 

pani oa Resting 

Amulet of Leadership 
(cannot be used by regents) 

Ma ales see mai 

aa ee 

Auueeed Menapetuasee ee 

Amulet of Perpetual Youth: 

Bag of Bones (Use Undead Legion War Card 
#86 from the BuerimiGHt boxed set; only 
tachperanans 

Bell's Palette of Identity 

Brnchaf ectee Nabi 
(reeset lene 
[sei enon egoteny 

clin Praetner 

Gtiwa Mag Saiog 

Stig same 

Crucible of Melting (tighmaeveil is immune) 

Siyaal Parrot 


isintegration Chamber 
Dast of Mind Dalling 


‘Everbountiful Soup Kettle 
Flathox 


Fur of Warmth (derivation: Vosgaard, rather 
than the Paraclemental Plane af Iec} 
(Gem of Retaliation 

Glass of Preserved Words 
Globe of Purification 

Globe of Serenity 

Horn of Valoe (Affected War Card units gain 
‘one morale icon of player's choice for 1d4 
‘urns: routed units immediately make a 
‘morale check eather than first returning to 
the reserve: enemy units lose one morale 
icon of players choice for 12 turn: player 
<hoones squire in which horn i sounded — 
thorn may be heard one squate awa: bor 
may be used once per Wat Card bate) 


Hours of Fre an ie 
Tis Romer lancooe 

{Law's Banner (Functions on one War Card 
‘nit commanded by alawful PC or NPC 
player chooses one ison to ad to the cards 
frorate icons) 





Philosopher’ Ex (fst application only) 
Portable Canoe 








conventional 


Ss 


The War of Sbudiow and is cataclysm at Mount 
Deionar altered our world treparably. Political 
struggles, blood al ie 
seemed that suddenly 
lived life bad changed. And tt was up #0 us 10 
find ways to mect these new challenges. 
—from the journal of Oerean the Stone Mage, 
inca 31 Haelyn’s Count 
+ ee 


first level 


khinasi trade tongue 
(Divination) 











Range: Touch 
‘Components: V; M 
‘Duration: 1 turn/2 levels 


e i 
fires of Ect indivi! 
Saving Throw: None 








86 


Favored by Khinasi and Brecht wizards 
‘because of their countries’ reliance on trade, 
this limited form of ESP aids in dealing effi- 
ciently with merchants and peddlers, The 
‘recipient of this spell can sense the amount of 
‘money that aa individual is willing wo accept or 
pay for a particular item—regardiess of the 
ice verbally quoted by dhe individual—to 











‘within 146 coins appropriate to the transac> 
Tea ie epi tf  spel cin Sterna 
prices for items (one ata time) wt 
the spell expires. 


‘When cast by a Khinasi or Brecht wizard, this 
divination is even more precise, determining, 
‘within 144 appropriate coins the amount of 
money a trader will accept or pa: 

“The material component of this spell is 
vial of snake ol: 












know bloodline 


derivation 
(Divination) 


Range: 30 yards 
‘Components: S. M 
Duration: Instantaneous 
Casting tine: 2 

Effect 1 individual 
Saving Throw: Negates 


The caster of this spell can determine the 
bloodline derivation of a target individual. The 
target is allowed a saving throw with the fol 
Jowing modifiers to the die roll (becaus 
stronger bloodlines are ¢; 
tainted, +2: minor, 

‘The material 









soa hawk 
ate: acions of Reynir ae attuned to the wilder 
‘ness, mulking a pine cone or live twig suitable, 


and 5010n). The component that represents the 
fares Esintegrates upon comple- 
‘tion ofthe spel. 

‘Note Ifthe spells cast on an unblooded 
character, none of the totems destroy thea 
Selves, There i also a base 50% chance (ims 
Bevery el ofthe easter that a ted 

ine pastes unnoticed, even if the target 
falls hie saving throw. 








is spell does not work on inanimate 
‘objects such as selshegh gems, 


know bloodline 





‘Effect: 1 individual 
Saving Throw: Negates 


This spell affects only blooded characters. If 
the target fails his saving theow, the easter 
leans the slate strength of his coding 
tainted, minor, major, oF xeeat. Because 
fron bodes ore ssi to dent, the 
target makex his saving throw with the follow 
ing modifiers to the die coll ainted, =2; 
‘minor, +0; major, 2s great 

The material component is a small vase or 
daca of maleale metal ray, 
tc). The component collapses, ay i erush 
ina strong hand, when the spel ix cast. The 
‘aster measures the extent ofthe erumpling 
Aletermine the relative bloodline strength 

‘Note If the spells cast on an ualooded 
character, the vase remains uncrished. There 
is also a base 50% chance (minus 3% for every 
level of the caster) that a tainted bloodline’ 
strength cannot be detemined, even if he tare 
fo fal his saving crow. 























know cerilian origin 


(Divination) 


Canes 
ct Lereature or object 
Saving Throw: Negates 


When a wizard directs this spell ata creature, 
individual, the 


‘This spel can hdentiy the origin ofa Ceriian 
item or person to within 25 miles, with a general 
‘or specific result—that is, a warrior born 20 
miles outside of the City of Anuire might be 
identified ex bang from that cys a wespen 
feng i he ty Tem might imply be den 
fied as originating, in the of Tien. 
"The caster ny Spe retro 
learn the actual oxigen ‘an item or the place in 
which a target has spent the most time. Thus, 
Hema learn the Birthplace of an individual or 
the place i which he hax spent ost of hs Wey 
he may lear the place where a weapon was 
Fmacpatnbegt le tor apron 
cigine of tems predating the Mount Des- 
maar cataclysm cannot be determined, 
in the cave of centurtes-cld fen, this ppl 
might be casts number of mes fo determine 
{he istory of an object. Such castings wil st 
‘reveal the place where the fem spent the mont 
tine, with abacquent casting eeaig o> 
reine shorter habitats 


‘When this spell is cast on an individual, a 
saving throw vs. spell is allowed, on a magi- 
cal item, a saving throw vs. crushing blow 
applies, In either case, a successful saving 





Toga 
etgeg oy 
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sidhelien bow 
(Enchantment) 
Reversible 


Range: Touch 
Components: V, S, M 
Duration: $ rounds+ round/evel 
Casting Time 

‘Area of Effect: 1 bow 

Saving Throw: None 


When a wizard casts this spell upon a nonmag- 
ical short bow, long bow, or crossbow, the 
weapon ‘+ Tattack bonus. The spell 
takes effect when the first shot is fired and 
then lasts for the full spell ducation, The first 
shot must be fired within 24 hours of casting, 
fo the enchantment js lost. The how's bonus 
alone does not enable archers to hit creatures 
‘that can be attacked by magical weapons only: 
fone needs magical arrows to do so. 

Multiple spells can be cast upon a single 
how to extend the duration of the enchant- 
ment. Doing $0 does not create additional 
attack bonuses or extend the 24-hour limit. 

‘The reverse of this spel, decrepit how, makes a 
rnonmagical bow suffer a 1 attack penalty. 

‘When this spell is cast by a Sidhelien wizard, 
the target bow may be magical or noamagical 
and gains a +1 bonus to attacks and damage. A 
‘deerepit bow enchantment cast by such a wizard 
te ental cacmpaoet Ox od 

‘material component ‘versions is 
a thread from a silkworm, 














second level 
calder’s starry sky 


(Divination) 


Developed by a Brecht magician, this spel 
‘enables ships to sail on cloudy nights ar storm- 
‘swept days without losing their way, When 
East, the spell causes a display of stars to. 
appear approximately 10 yards above the 
‘asters head. The stars are representations of 


the correct positions of stars in the sky, allow 
ng navigators ster by this projection. The 





the ceiling. The um 

“The material component is an unblemished 
silver mirror that the caster must direct sky- 
ward during the casting, 


ing the star field on 
‘ils on cloudless days. 


first strike 
(Alteration) 


° 
V3, M 
‘Duration: 1d4 roundee1 round evel 


ing Tire: 4 
‘Rrea of Effect: 1 creature/evel within 10 yard 
‘Saving Throw: None 





i they venture outside the area, they lose the 
effect. Reentering the spell radius does tot 
reinstate the effect on those individuals, 

T both sides in a battle are affected by fine 
strike spells or an individual is using a weapon 
‘such a8 a short sword of quickness, initiative is 
rolled normally. Unlike a haste spell. this enchant- 


‘ment does not age the affected individuals 
The material component of this spell is 4 
hhandfol of purified sand, which the caster runs 


through his fingers. 


mask bloodline 


(Illusion) 


Range: Touch 
‘Components: ¥, § 
Duration: 2 tarss/evel 
Casting Time: 4 

‘Area of Ellect: 1 creature 
Saving Throw: Nogates 


‘This spell is used by blooded wizards (or cast on 
‘blooded characters) to hide the derivation and 
strength of their bloodlines fom others, Blood 
lines, because of their divine nature, are some- 
‘what resistant to being hidden; the target there- 
fore must roll a saving throw even if he wants 
the spell o work, The bloodlines strength adds 
1 modifier to the roll as follows: tainted, -2; 
‘minor, -0; major, +2; great, +4, 

the target fails the saving throw, the 
bloodline ls completely mashed: nothing shor 
SRI i ik reve dere ee 
strength for the duration of If the tar- 
et’ save succeeds, obvious characteristics of 
the bloodline (such as a bloodmark or other 
secondary characteristic) are masked, but a 
linow bloodline derivation or know bloodline 
sens sel will wccoed 

€ target of the spell cancels the effect if 
houses aby hood sblty dering the spels 
dentin Thi means that some characters wil 
be forced to operate at below their normal 
abilities for the duration of the spell if they 
‘want to keep theit bloodlines secret (such as 
characters with heightened ability). 

‘Note: Ershegh and awnshegh characters ace 
dlficut to affect with this spel since they alot 
always bear unconcealable marks of their Blood 
lines. The DM may wish to increase the modiice 
to their saving throw or disallow the use of the 
tral alogetber onesie i connection 

illusion oc pohymorp spell. 














misforrune 
(Alteration) 


Range: 10 yards 
‘Components: V, § 
Duration: 1 weel/level 
‘Casting Time: 2 

Area of Effect: {creature 
Saving Throw: Special 


An elderly Rjorik wizard is sai to have cee- 
aed this spell to bring il nck to is noms. 
He intended his focs to suffer misfortune 





‘Ml uck 


Sranewocs Malkiple mis- 
Fern sptis canbe cast upon target, with 


The ape fs miforane enchant is 
allowed a saving throw vs. spell with a1 
[pealty to the die wll for every three levels of 
the caster. Thus, a 10xh-level wizard cast 
‘misfortune, the target would suffer a3 penalty 
toils saving throw: 

The spell(s) may be negated by a single 
‘remo curse oF similar spel 


ruornil’s tracks 
(Aeration) 
Reversible 


Range: Touch 
‘Components: V; S, M. 
Duration: { turwlevel 


Siva Spec 





instead of his own thus thwarting those who 
attempt to track his movements, Those in pur- 
‘uit can identify the true nature of the tracks 
nly f they make successful teaching prt 
‘ciency checks with a -2 penalty 





deep, noticeable footprints in their wake. 
‘These tracks can be followed easly hy anyone. 

“The material component of either version isa 
handful of ashes sprinkled atthe caster’ feet. 





third level 
enhance blood ability 


(Alteration, Evocation) 


Range: Touch 

‘Components: V; 8, M 

Duration: 3 rounds +1 round/evel 
Casting Time: 2 

Area of Effect: | creature 

Saving Throw: None 


‘This spell enables its target to tap the essence 
of his bloodline directly to temporarily 
increase the power of one blood ability. The 
easter must know the bloodline derivation, 

blood ability, aed ability power (minor or 
‘mnajor) fo be affected. When the spell is cat 

the chosen blood abiiey improves one power— 
‘minor to majoryor major to great—for the 
duration of the spell. Blood abilities of maxi- 
‘mim level gain no benefit from the spell, and 
‘Blood abilities that have only one level of 
power cannot be enhanced. 
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At the end of the spell’s duration, the 
blood ability returns to normal. The target 
then may not use the previously enhanced 
blood ability for one turn (he has stretched it 
beyond its limits). 

‘The material components are two similar 
objects—one large and one small— represent- 
{ng the bloodline derivation ofthe target, (See 
the animal affinity blood ability description in 
the Bueriunicitr Rulebook for a list of totems.) 
The wizard breaks the smaller of the (wo 
totems during the casting of the spell 


erik’s quills 
(Erecation) 


Range: 5 yardelevel 
Components: V, S, M 
Duration: Instantancous 
Casting Time: 3 

‘Area of Effect: 1-2 creatures 
Saving Throw: None 





cal ql (resembling pores 
pine quills) to fy from his hands and uncet- 
Tagly strike a chosen target, The quill each 
the ict even neice comin, and they 
magically find chinks in armor or gaps 10 
Clothing to strike successfully. 

‘A wivard can conjure 244 quills plus one 
aul for every fe experince loves above Sth 
hus, a th-level camer can create 2441 
{quils, The quis may be directed at no more 
shane seronen : 

Each gulf 1 point of damage on the 
initial round, Inthe following two rounds 
Victnt are allowed a saving throw vs spell 
failure indicates a second (and/or chrd) 
found of wential damage, At the end of the 
{hied round, the quills vanish. The enchani- 
sent is expocaly elective against specu. 
Srsr who cannot cast spells while suffering 
Situape from the quill 

That marl component ia porcupine cui 




















haelyn’s bow 
(Eochantment) 
Reversible 


Range: 10 yards 
‘Components: V, 5, M 
Duration: 1 roundfevel 
Casting Time: 3 

Area of Effect: 1 bowilevel 
Saving Throw: None 





‘this spell upon a mag 
ee beter ce 
Og gthiestraetrd 

¥ ‘o 
the wieard' level. The bonus conferred by this 
el sds to any magical bonuses the bow 


‘The spell takes effect when the first shot is 
fived and then lasts for the full duration. The 
first shot must be fired within & hours of the 
casting or the enchantment is lost. Multiple 
spells can be cast upon the bow, with cama 
tive bonuses. 

‘The reverse ofthis spell, cursed bow, confers 
=I penalty to attack and damage rolls for 2 
‘number of rounds equal to the caster’ level. 

The material component i stone arrowhead. 


suppress blood ability 


(Altetation) 








Range: 10 yards 
‘Components: V, 8, M 
Duration: 1 tarn/evel 
Casting Time: 1 round 
Area of Effect: Lereature 
Saving Throw: Negates 


‘Suppress blood sbility removes an individual's 
‘power to use one blood ability for the duration 
of the spell. The caster must know both the 
bloodline derivation and blood ability of the 
{args well asthe power ofthe blod ability 
to he suppressed (minor. major, o great) or 
the spell will fail, Bloodlines are somewhat 
resistant to tampering; therefore saving theows 
the following modifiers based on 
line strength: tainted, ~2: minor, -0; 
major, +2; great, +4. Multiple castings can 
affect multiple abilities om the same large. 
‘The material component is a small object 
from the victin’s bloodline totem (cat whisker, 
finake scale, etc), Refer to the animal affinity 
blood ability description in the Bresnitict 
Rullebook fora ist of totems, 












zikalan fireform 
(Alteration) 


Range! Touch 
Components: V. 5, M 
Duration: 1 howrfevel 
Casting Time: 3 

‘Area of Ellec: 1 creature 
Saving Theow: None 





pod ealoere ool peated 
court wizard if to spy on visiting dig- 
‘itaries. The spell enabled the wizard or other 
target of his choice to hide in the braziers and 
fireplaces of Zikala’s palace, temples, and 
other state buildings. 

‘A character under the effects of this spell 
‘can meld his body with nonmagical fire, The 
fire must be within 5 feet of the fireformed 
individual so he can leap into the blaze, The 
Fireformed target is then concealed in the fick- 


‘ering flames of a torch, campfire, fireplace, or 
‘other source of nonmagical fie. The fire must 
beat least the size af a torch, 


‘While in freform, the individual can see aad 
hear normally the flames donot obscure bear- 
ing or sion. The individual cannot cast spells 
talk, stack. or suffer damage. Yo ent the fire, 
the character may cancel the spell witha tele- 
pathic command. The character fe automate 
Eily expelled from the flames atthe end of the 
spets darvion o i the firs completly 
extinguished by any normal or magical means. 
(he spell does not expire ifthe blaze merely 
down to embers} The spell is also cane 
celled if a spell such as affeer normal fires Of 
Pyrotechnics cant opon the flames, 

“The recipient of the spells immune to heat 
and daznage from normal fies while moving 
nn th pels eles) ferme el 
tor selects), A indie 
tal cannot be discerned (fom aorenal fares 
less «detect magic opel is cast In this event, 
the fame rate un au of aeration 
tmagle- Adetetinviiliy spell wil not sevea 
the fieformed individual 

"The material component is a misture of fall 
sulfur and crushed peppercorns that is toxjed 
inwo the fire source 


fourth level 
identify tighmaevril 


(Divination) 











t 


3 


OL 














rae etottect ie Gene iit hecpendy 
peau tetncrie dene ioe Seaes 
color and to pulse in a manner visible only to 
iit caten for sore eavon, the cater 
cannot see the tighmaevril affected by the 
Spal [because of datknces or ialorposiae’ 
walls), he will sense the metal’s location, but 
Poke sags or ssa 

Tne soe component. whlch eats ar 
feuitarenting: a bsnlst corpeoeine 
[Rife Asie 


improved armor 
(Conjtration) 

‘Range: ‘Touch 
Components 
‘Duration: Special 
Casting ime 4 


‘Area of Effect: § creature 
Saving Throw: None 





Similar to the Lst-level armor spell this enchant- 
‘ont creates a faintly sowing magica field of 

energy around a 
individual that serves a iit 
were field plate mail (AC 2). 
‘The spell has no effect on a person, 
already armored or a creature with Armor 
Class 2 or better, but itis curative with 
Dexterity bonuses, Improved armor does not 
Z affect a creature's movement or hinder 
r spellcasting, and it has no weight 
Insproved armor remaias about the 
} rier wntit epi ‘or until the 
individual suffers damage equal to 10 
points plus twice the casters level. For 
example, if an Bth-leyel wiaard cast this 
i ‘spell upon himself, the armor would 
‘emai ntact until steed 26 poate of 
’ lamage. The armor does not prevent the 
spell recipient from suffering the damage. 
The material component is a cube 
) ‘ol polished steal. 


<5 mimic blood ability 


y \, Enchantment) 


Range: 20 yards 
‘Components: ¥;S 
§Datation: 1 round/evel 
‘ Casting Time: 6 
“Area of Effect: 1 creature 
Saving Throw: None 





a 


92 


‘ofthe blood ability (for example, has seen it 


“The target ofthe spell must be a scion in order 
‘to imitate the ability, but his derivation and 
‘need not match that usually 


‘mimic the fear ability; a character with a blood: 
Tine ‘oF § could imitate a great ability, 

Both the target of the spell and a possessor 
of the blond ability to be imitated mast be 
‘within 20 yards of the wizard at the time of 
Easting, As part of the spell, the caster states 
the name and power (minor, major, or great) 
‘of the blood ability in a loud, clear yoic 

The recipient gains the use of the blood | 
ability for the duestion of the spell, The char 
cee hoy alt es sich vaio fl 
‘use ofthe ability; he is unaffected by the spell, 

‘When the spell ends, the recipient com- 
pletely loses the blood ability, but any elfects 
Caused hy the character's use of the ability 
‘ermain, For example, i the character mimic- 
kked the regeneration ability and healed several 
points of damage, those points would remain 
healed, However, if character mimicked 
divine aura to influence an charac- 
‘er the influence on that character would wear 
‘off when the spell duration expired 

Note: Spells such as enbance blood abilisy 
and blood drain can affect the mimicked ability 
foe the duration ofthe spell. 


shaefpaete’s 
shadowy distinction 


(Divination) 








“This spell is rumored to have been developed by 
‘a wizard of the Zweilund Islands, a small domain 
in the Krakennauricht. The spell mimicks the 


falling ability wo see inta the Shadow World and 
to distinguish, ina particular location, the thick 
‘ness ofthe veil that separates that reale from 
the real woeld. The spell does not confer the 
hhalllings’ alley to detect evil, detect undead, 
detect mage, sbadon lk, or dimension dooe 

‘A mage who uses this spell has a 5%, plus 
11% per caster level, chance of finding. a hidden 
portal to the Shadow World (aa area where no 
‘ell exists). These are dangerous places since 
denizens of the Shadow World can use such 
portals to cross over to the real world, Under 
the effect of this spell, the caster may also 
make such crossings 

If a wizard finds bimself in the Shadow 
World, he can use this spell to find portals 
back to Cerilia, Of course, slice time and 
space in the Shadow World are reputed to be 
different than on Cerilia, the caster may find 
himself somewhere or somewben other thao, 
the place or time he lef 


fifth level 


disguise bloodline 
(IMusion/Phantasm). 











Range: Touch 
Components: V, § 
Duration: 1 turn/level 
Casting Time: 1 warm 
Area of Effeet: 1 creature 
Saving Throw: Special 


‘This potent illusion allows the spell ecipient 
phils the neetio, strength, te charter 

sis of his actual bloodline and temporat 
take-on the charpcteritics (bots magical and 
phyaal) of another bloodline. For example, 3 
clon of Andulpas could appear to have 
ibrenna’s or even Azea's bloodline, thus 
deceiving attempts to determine his actual 
‘Noodle: The trassormstion ts undetectable 
unless somede casts limited with Ora spell of 
comparable power on the target. 

White under the effect a te spell, the 
feelplent can use only blood alu porate 
ted by the illusory bloodline. The blood abi 
ity must have the same effect when used by 
tcions of both the actual and ilasory Blood 
tines, For example, a selon of Vorvan dis. 
guised as a scion of Brenna could ase aller 
Sppearance, which works the same for scons 











‘of oth bloodlines, but not enhanced sense, 
Which affects different senses 
Tine. The blood ability functions at the same 
level of power as it normally does, regardless 
ofthe sory Bloodlines strength Targets of 
disguise bloodline do ot pain any blood abil 
ties they do not normally have with their 
actual bloodlines, 

Ifthe spells recipient ties to uae a blood 





abiky not permite Bae WasodBloding, 
ie mane guceeed ina fe tho’ 94 spel 
te his natura bod abl "the delle ab 
ttm ag on te 
tether, 0 aoe 
feral ot, the evng throw succcds the 
Sift Satn te catactbg canes accent 







facet 


(Alteration) 


Range: Touch 
(Cormponents: V. M 

‘Duration: Permanent 

Casting Timer 1 turn 

‘Area of Effect: 1 gem or item of jewelry 
Saving Throw: Special 


Relieved to have been developed by a Khinasi 
Wwizard-merchant, this spell can increase the 
value of a gem or piece of jewelry by removing 
laws and improving the quality of the gem. 
Whoo a wind sccesaly cat fe upon 3 
vem or item of jewelry yet with gems, the valle 

jewelry doubles. Thus, a wizard 
1 on an emerald valued 





“Appraising nonweapon proficiency, the saving 
‘tow 9 o2 bons I this apell scant 
more then once, Ube saving 
thw eee 1 pena frac csi 
‘isting (thus the thied easing would receive a 
SP penalty, ete). A gem or pleve of jewelry 
worth more than 25,000 gp cannot be 
tran he fet spe 
material componcot is a jewelers 
inking clus which mnt be rubbed across the 
fem or jewelry tobe enchanted, 





mass mounts 
(Conjaraeion) 


Range: 10 yardsevel 
Components: V, 8. M. 
Duration: 1 hour/levet 
Casting Time: 1 turn 
‘Asea of Effect: 1 mountélevel 
Saving Throw: Nooe 


‘This enchantment, similae fo the Ust-level wie- 
ard spell mount, allows the caster to conjure a 
‘umber of mounts, The mounts obey the wizard 
(or riders designated by him) willingly and to 

‘the best oftheir abilities. When the spell 





LSth-level wizard can call 13 draft horses to 
serve for 13 hours. The caster can elect to con- 
jure fewer animals than his limit. All the mounts 
‘created by a single spell must be the same type 
‘of animal and will be of varying natural colors 
unless the wizard otherwise specifies « color 
(soca eva ting hos for ight 
conjured mounts do not come with gear, 

“The wizard can specily the type of mounts 
xained by this spell (subject to regional 
{eailability), choosing from the list below. To 
‘determine the mounts’ statistics, consult the 
Moxsmtovs MANUAL tome, 

‘The material components, regardless of 
what type of mount the wizard wants to con- 
jure, are a horseshoe and a tuft of fur. 








Summoned all Spec 

Mount Carrying Capacity 

Wore 100 bs 

Pony 180 I. 
WarHone 170 be 

Hppeompes 200 Br 

Hippcampas i 

Meh War Horse 220 bs 

Varsk 340 thn 

Male 230 tin 

Draft Howse 260 Tis 


sixth level 


sidhelien mien 
(EnchantmenyCharm) 
Revecstla 





Fy casting this spell, the wizard bestows vet= 
tain qualities natural to Sidhelien upon a tar~ 
fpet creature not of elf descent, The recipient 
hins 00% resistance to sleep and charm spells, 
Sand is unaffected by aging attacks and notmal 
iseases, The target af the spell also gains par- 
tal camouflage in a Woodland vedting, whun 
standing still or moving slowly, he has a 3 
Chance of remaining undetected. If the indi 
‘sidaal moves faster than a normal walking. 
pace, his chance to remain unseen is 15% 
“Though the target gains clven abilities, his 
appearance does not change, Nor does he 





-not listed above. 
‘2 wizard can aflect 
‘rh ths spel depend. his evel: eer 
caster can affect four 
fae schon re oumpeetiantices 

‘The reverse of this spell, Sidbelien discord, 
‘adds 3 penalty tothe target individuals saving 
‘throws vs. charm and slep spells, and prevents 
‘im from moving unseen in woodland settings. If 
‘the tanget takes special precautions such as hing 
suill in underbrush, he may hide normally in 





‘Siuthelien mien has no effect when cast on 
‘lver: its reverse, however, does. Elves gain = 
‘normal saving throw against the Sidelien dis- 
«ord version ofthe spell 


pla bloodline 


Range: 50 yards 
Components: Vs. M 
Tturalevel 






‘Time: 5 rounds 
Effect: Lereature 


Ave 
Saving Throw: Neyates 


Simi to the dedevel spell appre Blood 
ability but stronger, suppres blondine removes 
tm idiicea’s povat to ue lof is Blood 
bilities forthe duration ofthe spell. 

The caster must know the Bloodline deriva 
tion ofthe victim or the spell wil fai. Blood. 
lines are somewhat re 
therefore saving throws ing 
‘modifier based on lowdline strength ated 
“3 ln.“ mor 3s resto 












to the animal affinity 


ood ability description 
in the Brersnicnt Rulebook for alist of totems. 


seventh level 


resist magic 
(Abjuration) 
Range: Touch 


Components: V; S, M 
Duration: 2 rounds/level 


Casting Time: 7 
‘Ars of Efece 1 creature 
Saving Throw: Nove 


By means of this spell, a wizard temporarily 
san bestow resistance to magic on one crea- 
‘ture. The recipient gains 23% resistance to 
true magic and 50% resistance to lesser 
(all spells in the schools of divination and 
‘sion, as well as all spells of 1st and 2nd level) 
When a wizard casts this spell upon himseli, 
its effect is more potent. The caster gains 40% 
resistance to true magic spells and 65% resis- 
tance to lesser magic. 
‘When the recipient becomes the target of a 
spel e umediately rolls o soe i his magic 
resistance repels the spell. I{ the rol fails, he is 
allowed a normal saving throw if applica- 
bile. Resist magic has no effect on spells already 











eighth level 


me = drain 
(Ervcation) 





better to resist the effect; in the hands of a 
Sth-level fighter i would need an 11 or better. 

‘The spell’ effect is limited to one type of 
‘magic of no greater than a +5 bonus. Against a 
‘ovand +1, +395, eanthropes, for example. this 
spell could nogate either the +] bonus or the 
#3 bonus. A second spell would be required to 


isa vial that once 





ninth-level 
blood drain 


(Necromancy) 
Reversible 


Range Touch 
Componenen WS 
Doron Feranest 
Cascg ine 

‘cool Elect 1 cetore 
Sevag Throw Spec 


‘This devastating spell allows a wizard to drain 
bloodline points from a victim and transfer 
them to his own bloodline, The victim of this 
spell forfeits 208 points of bloodline strength, 
and these points are permanently transferred 
to the caster. A wizard may cast this spell on a 
victim more than once, but may never 
4 Victim to less than 1 bloodline point 
Iv addition, the caster has a chance to drain 
8 blood ability from his victim. For every point 
‘f bloodlive strength drained. there is a 1% 
‘cumulative chance that the caster drains a 
‘blood ability If this oceurs, the DM chooses a 
blood ability to be lost, beginning with the 
lowest level 


7 ~~ blood abilities. 
For example, 
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if character with two minor and one major 
‘blood abilities becomes the victim of this spell, 
‘one random minor ability will be lost. 

the caster is eligible for the blood ability 
(that is, iti not restricted by his derivation 





reat 
[idea bonus of +6 (4+1+1) to his saving throw, 

Ifthe victim succeeds in bis saving throw, 
he sulfers no effect of the spell. It he succeeds 
by more than 10 points, the spell backfires, 
forcing the caster to make a saving theow with 
the same modifiers Ifthe caster fails, he por- 
manently lores 148 points of bloodline 
Strength (hs victim does nat gain these 
points), The caster loses a blood ability 
Ke now has tg0 many blood abilities for his 
‘reduced bloodline strength according, to Table 
12 in the Brerncn Rulebook. 

In all cases, lost Moodline strength points 
and abilities can be restored through normal 
‘means: gaining points through RP expendi- 











tures, slaying ‘individuals with a tigh 
maevril weapon or directly through the heart, 
‘or earning bloodline points to roll on Table 12, 





Notes A victim can voluntarily submit to 
thie spell by forgoing the saving throw In this 
‘ease, the spell succeeds automatically. 

The reverse of this spell, Blood restoration, 
allows the caster to return bloodline points 
stolen through blood drain to their original 
‘owner. The spell must he cast within one week 
‘of absorbing the stolen bloodline points. The 
caster cannot “carry” bloodline points from 
‘move than one individual during this time (if the 
‘winard casts this spell on more than one individ 
‘al within one week’ time, uve bloodline points 
are irreversibly mingled with the casters). The 
‘Wizard may cast Blood restoration on the same 
individwal more than once, If Blood restoration is 
fot cast within the alloted time, the caster per- 
‘nunently retains the bloodline points 

Before the original owner can get his points 
‘yack, he must first pass a system shock roll 
Whea bloodline points ar returned to their 
‘xigiasl owner, the indivi Hot ga 
blood abilities. I the character lost blood ale 
ity initially, fe may roll a saving throw with the 
modifiers described above. Ihe fils the saving 
throw: he gains one random blood ability ofthe 
Same level that he lost (reroll fer abilities inac~ 
cecsible tothe character). If he passes the saving 
‘Haram, he does not regain a blood ability 





eee 
T paced the length of my library. The Bing 
‘woul eal woo wre Could not wi ofthat 
1 ar all bis other advises were certzin. Yet T knew 
tha fe Sol ot Be dae Niece 
so repare some kind of sorceny—to give 
‘our soldier a fighting chance. I looked about the 
‘oom in desperation, What could I. a lomty magyl= 
‘iar, do to tur the te ofa falbscale 
‘My eyes strayed to one of my spellbooks. The 
page fo which it was oper seemed 1 mock me wits 
the spell written om i¢—magis missile, I nearly 
laughed aloud at the absurd image of 
‘magic arrow sailing toward an entire army nit 
‘ut ther I envisioned hundreds of then raining 
frm the sy. 
—Irom the writings of Audric the Seer 
BPG SS aS 
‘everal spells already known to players do 
allow spelicasters to affect the outcome of 
a battle hetween too armies. But most 
conventional spells have areas of effect to sell, 
{0 be of much use in a fullscale war, and the 
month ruled to cant eal magic renders 
realm spells impractical for defensive purpores. 
is chapter describes "battle spells,"a type of 
‘magic that enables wizards and magicians «© 
draw on even a limited repertoire of spells to 
become a vital part of any military campaign. 
























existing | 
war magic 


he conventional spells wizards and 
ag cent yen 
touffctwhle unk noe as per 
acounters onthe batefekdcae semewhat 
limiting, the War Cards Included fn the 
Bnunt wed and aesesvi a 
ouens of ya Sef is eee exppgpt 
‘The flowiag ls locate ceoteationl 
.wizatd spells listed on War Carde nnd thus 
Cureent proved for seas war age 


og Wali i pet i 


© Hattucina 





‘Walls: Wall of ce, wall offre, wall of sume, wall 
of force, wall of iron, mal of thors 


‘Wiaard Attack Spells: 

(D; Destroyed Result) Cloudlkit death fog. 

Frame wal peat gies 

ie wall ri 

(R; Rout Result) Fireball, lightning bolt, ise 

ower word stun, power word bil, 

(F; Fall Back Result) Phancusmat fore 
phontasmal force, spectra fore, fea 

stdvanced illusion, chaos, permanent ilasion, 

programmed i 





Additional Naval War Magic: Chai light- 
‘ning. confusion, control weather, disintegrate, 
flame arrow. gust of wind, bypwotic pattern, 
lower water, mass charm, Melf minute meteors, 
(Otiluke'sfrezing sphere, rainbow patters, web, 


This nt fers ward and main al 
‘options for ig, ra creative 
player and an innovative DM can expand 
‘tis list, making wizards even more 

effective on the hattefield, * 
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creating new 
battle spells 
Use 





spells to which they have acess) 

"When a spellcanter decides to create a new 
butte spell he stars by looking ‘is 
spellbook. Almost any spel he already knows 
int the potential to become a bate spell—the 
‘ward fst has to figure out how to doi 

Tor every three levels ofthe original spell 
(round up), the wizard must spend one month: 
{and one action) researching how it might be 
nverted into a battle spell. For example, fa 
Wizard wanted to convert the Lat-level spell 
sgl male into a battle spel, he would have 
To spend one month researching the conver- 
slot ernie is conver the hve 

‘shadow monsters-be would have to spend 
tio months in research. 

After expending the required amount of 
esearch time, the PC wisaed attempts to on 
ert the spell, The player rolls 1420; atoll of 
20 auccceds. However the wirard has several 
ways to improve hy hance ‘ 
‘For every three levels of experience the wit- 

dard has gained (round down), he reduces 

the required result by I point. 
+ Forever scene wierd ha made 
pprevioualy on this spell (and failed), he 
reduces the required roll by 1 point 

(Presumably: he has learned some- 

dated aaspec 
‘wizard isa specialist 
‘rom his 








sand the peli 

a school of expertise, 

_— hhe reduces the required 
roll by 1 poi, 
> 





tA. 


+ The wizard can spend RP and/or GB (o 
improve his roll, reducing the required 
result by 1 point for each RP or GB spent, 
‘Thus an Sth-level invoker researching rain 
of magic missiles for the second time and 

RP to ail his attempt receives 0 

Ihonus of 6 (2+1+ 142) points; he therefore 

needs a roll of 14 1o succeed 

Ifthe wizard fails the conversion attempt, 
hhe'can undergo another period of research 
and try again or simply abandon the spell ax 
inconvertible, 

If the wizard succeeds in the conversion 
_arvempt, he has a new spell in his spellhook— 
the batile spell version of the conventional 
spell be bad before. He memorizes the spel in 
the same way, but he can cast it only in battle 
situations. The battle spells level is the same 
4 that of the conventional spell from which it 
Sokeerretit Tesco aaron ee 

' conventional § 

"The wizard can, if he chooses, assign the 
esearch to a lieutenant and then lear the spell 
from him, (This course of action might Ie bene- 
ficial for high-level spells that would tie up the 
‘wizard in research for many months.) The liew- 
‘tenant's own level (not the wizards) determines 
any modifier to the conversion attempt roll, 
a the wieard may’ spend RP and GB on 
the lieutenant’s bebalf (an exception to most 
lieutenant actions), If the lieutenant success- 
{ally converts the spell, he wizard must then 
spend one action learning the spell and roll to 
ee if he learned it correctly, The regent must 
tall 10 o¢ higher on a 1420; he may improve 
his chances by spending GB and/or RP, 


battle spell 
details 


‘Card battles are played in rounds; 
‘each round consists of a movement 
phase, an attack phase, and.9 morale 

phase. The effect of any battle spell occurs 
‘Suring the magical attack step of an attack 

 Majeal atacks precede al other forma 
of attack (stationary missile, charge, melee, 
‘moving missile) in this phase. For more infor- 
mation about War Card battles and attack 
phases, ace the "War Cards” chapter of the 
Burnisicn Rulebook. 


‘Battle spells have the same characteristics 











and details (school, eange, duration, compo- 
nents, etc.) as conventional spells. When con- 
yerting a conventional spell to a battle spell 
the plaver and DM must specify these details 
and rales ofthe spells use. 


ic School: The magic school for a battle 
spell always matches that of the conventional 
spel rom which it was converted. Thus the bat- 
{de spell charm unit and the spell from which i 
‘was converted, charm penion, both belong to the 
enchantment/charm school of magic, (Ifa wiz 
ard wants to create a brand-aew battle spell. he 
‘must first create conventional version afi.) 


Range: All hatle spells, unless improved upon. 
(Gee "Further Modifications.” below), have the 
same range: They can be cast on units in the 
same battlefield square as the caster, or in one 
adjacent square 


Components: Battle spells use the same com- 
[ponents as their conventional counterparts, but 
‘nay in larger quantities. Material components 
re usally lipid 10 co {00 test na 
ber battle spell based on Melfs acid arrow, for 
‘example, would requite 50 to 100 darts, dozens 





‘of rhubarb leaves, and many adders’ stomachs. 
‘Asa general rile (with the exception of conven- 
onal pall that have expensie components 
begin with), the components of a hattle spell 
cost Ito 4 GB and weigh between 50 and 100 
battles ride in “spell wagons” similar to hattle 








‘Verbal and somatic components are some- 
times multiplied. sometimes not. Ifthe DM (or 
the player) chooses, apprentices or other wiz- 
ards may be required for the casting of compli- 
cated spells. For example, hold undead unit 
(converted from hold undead) has verbal, 
sera sd mate components The wiard 
casting the spell might need three apprentices 
handy to spread the garlic and sulphur over the 
‘area and one other asistant to yell out cenain 
vyerhal components while the caster himself per- 
forms the gestures necessary, This detall is 
cenirely up tothe DM and the player. 


‘Daretion Few battle spells last wary ong: The 
duration of a battle spell usualy relates to the 
duration ofthe conventional version of the spel 





a note for dungeon 
masters: battlé spells 
and game balance 


Avaard une Vteafehing epee pe 
researching 
Tehecomer abate spell aly when the Ba 
toneren it Mot DM wl ia 
cht propone an en for 
the time ou to reveatch and this 
le—the rationale 


is occepcbl 
Being that the wizard would know which 
spelt could vid could not he converted, 
Homever some DMs may choose to have 
BC wud eenrch he spel and hen ede 
‘whether itis appropeate or not. This ning 
‘ould start some argument around the table, 
‘uti too, is ealstic-anti the research i 
finished, the wizard 


ines 








pe cnexpected results: the DM, 
‘awh ocdesoprorsay oto te 





Tiny Yo envare tat ws aloes donk at 
‘Rune pn bce i pect he Bt 
fae abel pate = pina 





the DM shnid explain tht something tbo | 
the sutre ofthe pelle causing resistance — 
‘inwaahonel pvocty, wet torts 
mea url tort conv 
tional spells listed fn the 


"HB can be 
‘Nerted int hat spl. Some spells from the 
Tome of Magic accessory also can be con- 

that book even contains spells 
co work daring bates an Lage 





poted to he powestat= 
are supposed to i 
Shey arte te re ead and hy 
sre ma chy are rs 
aissiepen mice derie 
Spon pane beans shoul nt bean 
iat vey en oc for very lngit a Pe 
Somes up with an imentie: but Sceptsble 
spell Tis Mins Sever ibatties for wale 
‘eed ets stood Bours cogngemcstn 
may very well encounter ther werd cast 
ing silat mags tom the ther sd 











oa 





‘Usually, the duration is cither instantaneous 
or one War Card round per level of the 
caster—under no circumstances should the 
duration be longer than the duration of the 
conventional spell. The choice is up to the 
DM, and he should use the examples of new 
‘battle spells (see below) asa guide. 

Ifa spell has a duration of one War Card 
round, its effects begin during the magical 
attack step of the attack phase and last until 
the start of the nest rounds attack phase. (In 
other words, they last through the remaining 
steps of the current attack phase, through the 
‘current round's morale phase, and through the 
next round’s movement phase.) 








Casting Time: War Card rounds are actually 
{acy long I the conventional version ofa spell 
required les than one combat round of casting 
time; then the bate spell equivalent takes one 
aac phase fo cast Conventional pl cai 
times of one tur or les convert to thre atac 
phases. Conventional spells that take longer 
‘han one (um to cast canmot usually be let loose 
tn the balleield without special preparations. 
‘Agus Ube DM makes the fina call 

"A casting time of one attack phase means 
thatthe spell akes effect during the magical 
attack sep in which it was cast. A casting tie 
‘f two attack phases means the spell takes 
tflect in the attack phase of the folloxing 
found, and so on 


‘Area of Effect: As a default, battle spells either 
affect one target area on the battlefield, or one 
luni. This may be improved (see “Further Mowi- 
fication,” below) at the DMs discretion, 


battle spells and 
individuals 


When a battle spel affects an individual (a 
PC or an NPC) accompanying a target 








‘Seaton version ofthe spell The 3m 
Pex miter ches boc echtanal eae 
trol frie 2 PC he unit 
Tit were« aormal fe spel: the 
PC suffers 3043 points of damape, while 
the unt sulle 2 


‘Spel duraton isthe ony easeplin to 
this Duldling The efectos otto jon 











‘Throw: Most batile spells do not allow 
‘saving throws for units, However, sume ret 

fone—it would be hardly fair, for example, for a 
charm unit spell wo automatically affect a unit, 
‘when the charm person spell doesn't automati- 
Cally work on an individual, Use the following 
‘chart to determine saving throws for unit types: 


Unit ‘Type Saving Throw 
Levies, regulars, 
‘Weak Monsters (1-3 Hit Dice) 17 


Infantry, Pikemen, Spearmen, 
Mercenary Infant, 
‘Average Monsters (4-8 Hit Dice) 16 


Archers, Artillery, Cavalry, 
Mercenary Cavalry Elite 

Infantry, Scouts, Elf Units, 

‘Tough Monsters (9+ Hit Dice) 15 


Knights, Dwarf Units “4 


Most units can fit somewhere into this chart, 
Not all unies will 
troops; while a hu 
comprises 200 individuals, a unit” of tough 
moasters, for example, may consist of 10 
storm giants, 

The DM may choose to modify a unit’ sav 
ing throw based on terrain, current morale, oF 
ther factors, IC» unit makes is saving throw, 
the effect of the spell may be negated or less- 
ned—depending on the description of the 
spell. Not all battle spells allow anit saving 
throws. PCs and NPCs accompanying units 
save individually if the conventional spell 
allows a saving throw. 


Spell Description: The battle spell descrip- 
tion should be similar to dhe conventional ver 
Sion, adapted for use with War Cards (Armor 
Class adjustments become defense rating 
Sdjustments, die roll modifiers become melee 
x miso rating modifiers, and s0-0n), 

Most spelle originally intended to affect 
large areas or numbers of people wil continue 
tell sea converted pet ora 

lesigned to affect one target will, ax battle 
Spella, usually have a smaller effect spread 
Srnong the entire unt. 















off the battlefield 


Battle spells are not intended for use aff the 
battlefield. Casting ther usually requires a lot 
‘of time, many components, and even assis 
tants—therefore rendering them ill-suited for 
individeal encounce 






an adventuring party 
werns of Baruk-Azhik 
and discover unit f 200 oro? Or finds 
itself in a life-and-death struggle at sea 

Kraken (awit of tough moter a by tsa 
(Can the party's wizards use a battle spell then? 

I cases like these, the definitions of a "bat- 
te” and battlefield are up to the DM, I he 
deems the use of a battle spell appropriate dive 
to the foe's size, number. or other factor, then 
PCs may case such spells (the DM will deter 
‘mine the number of combat rounds needed for 
casting and other details that require adjust- 
ment), If the DM rules use of a battle spell 
inappropriate, PCs must win their fight with 
conventional spells, 

‘Most wizards memorize only conventional 
spells (or day-to-day use. They usually have 
‘enough advance notice before a war to mcmo- 
‘ize battle spels for when they will be noeded. 

















further modifications 


Once 


battle spell has been created, the 
process need not end there. By further 
ching a battle spell. its eflectiveness can 
‘be improved. The research time is the same- ope 
month for every three level of the spel involved. 
‘The success number is also the same—s 20 09 
1420, with modifiers for RP, GB, and specializa- 
tion, Modifiers far levels of caster experience 
also apply, but in this instance the required roll 
drops 1 point for each level of experience. How- 
ever, instead of rolling to see whether the con- 
version is successful the wizard checks his stc- 
‘ess al attempting to modify one aspect of an 
existing hatte 

For example, the range of rai of magic mate 
siles is one battlefield square. A wizard might 
spend one month sad sone RF oF GB e9 Uy 1 
increase the range to two squares. With the 
DM's approval, this improvement can be made. 

‘Other aspects of the spell might be changed 
as well, Casting time can be shortened (usu- 











ally one attack phase at a time to 4 minimum 
fof one attack phase), area of effect expanded 
‘pels that affect more than three indi- 
‘vidual ums ce three squares ata time are not 
recommended), or duration extended, 

For example, a spellcaster with enchanted 
‘weapons might want to change the spell from 
giving his target unit +1 melee or +1 missile 
Stacks to giving the unit +1 on both. Thats a 
‘one-increment change. Changing the spell 
from a 41 on either melee or misile attacks to 
2 +2 on one or the other would also he a one- 
increment change. 

Improvements always must be made one 
step at a time. For example. the range of rain 
of magic missiles could not jump from one 

‘three squares in a single attempt 

Je aspect of a spell should not be 
‘changed by more than three increments 

Other effects also may be modified. A wire 

to adjust a spell to make it 

in naval warfare or particular 

terrain, or change its area of ellect from indie 

viduals to inanimate objects. For example, a 

spellcaster could improve stoneskinned army 

for naval use to increase the defense ratings of 
both the units aboard and the ship itself 

PCs should exercise restraint in the total 
‘number of changes made, Yes, a wizard eat 
increase a spells range three limes, improve 
the damage three increments, and expand the 
area of effect three times—hut that really 
pushes the fimit, Ata certain point, the DM 
has to say “enough” and tel the wizard he has 
gone a far as he can go, 


sample 
battle spells 


‘The following battle spells have been con- 
verted from conventional spells already. 
RS eee 
Sees 

ples for ‘and [Ms who 
eed 

Sts new name followed by 
Seo 

ae 
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charm unit 
harm Penson 
{Enchantmenhacm) 


Spell Level: Ist 

Range: 1 squaze 

Components: VS 
Brain: 1 War Car ound lvls 
sting Time 1 attack phase 

‘ares of Efece unt 

Saving Throw: Negates 


‘This spell affects any unit composed primarily 
‘of humanoids normally affected by the Ist- 
level spell charm person. The unit receives a 
saving throw to resist the effect completely. If 
‘the unit fails, then enough of the individuals tn 





the unit fll under the casting wizaed's control 
that the unit obeys the caster’s commands 
‘until the dueation elapses: 

‘The caster must be within oné battlefield 
‘square ofthe unit ac all times: Or have some other 


‘bay to give the unit ocder (fsrbal or otherwise) 
From greater distance- The chard nit wil 





throw ata #4 bonus. the unit 
{ails to save, it does what the caster wishes, 
Orders such as "withdraw from the hattle® of 


"move Lo that empty’ afea® seldom cause resis- 
tance, The init wil Jctin its ow interests when. 
attacked, i 


“This spell creates a rain of missiles arcing from 
the caster’ position and striking enemy units 
fon the field of hatte. The rain of magic missiles 
inflicts 1 hit (H) on the target unit for every 
six levels ofthe caster. 

Ifthe target unit ix engaged with one or 
more other units (whether enemy or friendly), 


fet unit, the DM randomly determines the 
ictim ofthe second hit 

«+ The target tales the third hit, 

‘ The cagaged unit takes the fourth hit, and 


The 0 his method of alternating 
hits occurs whieh the casting wizard is physically 
‘wich a unit engages! with the target, In such an 
instance, the wizard’s unit will not suffer any 
‘damage from the spell. The caster may choose 
te deliver fewer hits than his level allows. 

‘The casting wizard must have at least one 
assistant per barrage of missiles (in other 
‘words. per hit) 


glittering shower 
Glitterdust 
{Gonjuration/Summoning) 


Spell Level: 2nd 








a de 


z 
shower often slap 
gis down upon the ae : 
flected square must make saving 

ts spell or be blinded and covered in golden 
Gust for 1d4e1 War Card giunds, Affected 
lonits take a4 penalty Wall (ature saving 
throws and tose T point oftheir attack and 

fence ratings. at 

In addition, if a blinded unit is ordered to 
move. the DM rolls 148. Ona 1-1 revll the 
tinit moves in a randomly determined dires- 
ton (Iefarvard 2elefy Seight, tuback). On 
33-6 result, the unit moves randomly (the 
DM rolls 144) aod takes thi (H) because 9 
significant portion ofits foree wanders off in 
wrong dircetions {a unit can he destreved in 
this manner), On a 7-B result, the unit suc~ 
ssenfuly moves as ordered. 


Burning globes of fire roll from the caster’s 
position into a bactle square. Beginning on 
the following attack phase, every umit— 
Iriendly oF not—in the square takes one hit 
(R) and is routed. The caster himself can 
stay within the area of effect and remain 
uunharmed (as can a few other people of the 
aster’ selection, as long as they stay withia, 
10 feet of the caster) 

‘The caster can move the rolling fire balls 
along the battlefield ata rate of one square per 
attack phase-as long as he stays within one 
square of the fire balls at all times, Once in 
‘motion, the balls cannot change direction. The 
bulls are not affected by terrain and do aot 
damage fortifications 

The caster must employ cwo assistants who 
‘pend the duration of the spell burning sul- 
pphur and tallow, and easting iron powder into, 
the conflagration, At least I GB worth of 
-materials goes into the mis. 


flying troops 
Fb it 


(Alteration) 





Range: 1 square 
Components: ¥, S 

Duration: 1 War Car soand/level 
(Casting Time: 1 attack phase 
Area of Effect: Lunit 

Saving Throw: None 


This spl! combles the wisard to bestow the 
Power of fight on one miltacy unit for the 
tht th sp wi can eve ver 
cally borzontully ft al lcs troops 
‘ust say wihin a teasonable datance of the 
Center of the spell, This fe noe problem in 
Stont cases ot ny War Carl or ether rat 





‘that causes a unit to fall back (F) also 7 
‘ae hit (H) on the snit—meaning that enough 
‘of the force’s individuals strayed 


fout ofthe area 


‘of effect to fall from the sk: Note: This result 
does not occur if the flying unit is actually on 
the ground atthe time the (F) result occurs. 
‘The unit may fly above the battlefield at 3 
relative range of two combat squares—s0 a 
Unit could actually fl above the range of mis- 
sile fie from the ground However, the unit, 
an still fie down upon units directly below it 
{in the same area, but actually below) as 4 
smoving missile attack, the Hing uni 
area of higher above the battlefield, cannot 
fire at units itis not directly over, 

‘A flying unit that is at least one “square” up 
can fly over most terrain (magical terrains 
‘might cause some problems, but only if they 
extend up into the at), and a fying unit at wo 
“squares” in elevation can actually pass over, 
‘land inside, a fortification 

The units movement eating is unchanged— 
cavalry units affected hy the spell move faster 
‘than marching units. 

‘The material component of the spell is 
wing feather of any bird—one such feather 
must be in the possession of each member of 
the unit to be affected for the spell to succeed. 
"The feather can be held ot 
in belt pouch or any other 
location: los ofthe feather 
after the spell has been cast means 
‘that individual can no longer fly. 

















monster unit 


summoning 1 
Monster Sieamonig 





Sa aaa 


i 
i 
: 
[ 























‘one square of the summoned unit or the crea 
‘tures will disperse on their own, 

“The monster wit has variable characteristics 
(DM's option) but usually comprises creatures 
of 1 Hit Die or less (rats, squirrels, goblins. 
‘otters, piranha, barracuda, ete) with no special 
attacks of defenses, The unit could, however, 
‘comprise a smaller numberof larger creatures. 

The unit functions as 2 levy and almost 
always has an uninjured movement rating of |, 
‘a melee rating of 2, a defense rating of 2, and 2 
‘missile rating of 0, To determine the unit's 
morale and ican, the DM draws a random War 
Card to represent the unit on the battlefield. 

nit fst ht the ui ses 1 pot of ie 
melee rating, On its second hit. i loses 1 point 
of defense, 

Atleast four nonwizatdl assistants (asually 
Oslevel fighters) are required (o lead these 
‘troops, (If the troops are destroyed, the assis- 
tants dic, too.) Atleast 1 GB worth of material 
components are required. 


slow unit 
slow 
tAlecaton) 


Spell Level ‘rd 
Range: 1 square 
Components: V, 5, M 
Duration; 3 Ward Card rounds 4 { round/3 
levels 
Casting Time: 1 attack phase 
‘Area of Effect: 1 unit 
Throw: Negates 

‘Slow unit causes one unit on the battlefield to 
move at half speed. The unit esoves at half its 
formal movement rating (anits with a rating, 
of 1 move every other rund) and can stack 
‘only once every other attack phase, This spel 
counteracts baste-type battle spells. 

The caster’s “assistants” must lob jars of 
srolasses atthe target unit fr the spell to work. 


aura of 


invulnerabili 


Minor Globe of Ineulnerabilty 
(Abjuration) 

















(Casting Time: 1 attack phase 
‘Atea of Eliect 1 square 
Saving Throw: None 


When this spel is cast on a battlefield square 
by a wizard in that square, no Ist-, 2nd-, or 
Srdslevel spells (or battle spells derived from 
spells of those levels) can be cast into or out of| 
the aura. Spells cast from inside the aura can 
affect individuals or units inside the area of 
‘effect, but cannot leave the aura Existing spell 
feffects that cross into or out of the aura (auch 





conventional version ofthis spell. 
‘The caster must have at least four ass 
tants~all either magicians or wizards—who 
shatter identical crystal lobes at the borders 
of he ares of ster slmaleancously. The 
are of such figh workmanship that they 
costa taal of 2 GB to produce. 
‘Once the spell is cast, the wizard can Feave 
and re-enter the aura without disrupting 
the spell 


enchanted weapons 


Enchanted 
(Enchantment) 








ion: 








Durati 
Casting Time: 3 stack phases 
‘Area of Eifect: 1 unit's weapons 
Saving Throw: None 


‘The weapons borne by a single unit are tem- 
porarily enchanted into magical weapons. The 
tun receives a +1 bonus on either ts melee of 
missile rating (not both) for the duration of 
the spell. Unlike the conventional version of 
this spel, enchanted weapon, the effect ix not 
dispelled when the unit successfully hits a tar- 





| 


stoneskinned army 
Semen 
(aventon) 


Spell Level: 4th 
Range: 0 
‘Components: V. 8, M 
Duration: 


Special 
Time: 1 attack phase 
iAtes of Effect T square 
Saving Throw: None 


‘The unit upon which this spells cast receives 
‘4 magical armor bonus. It ignores one success 
ful hit (Ror H) for every four levels (round 
down) of the caster. For example, if a 13th~ 
level wizard casts stoneskinned army 00 a unit, 
‘that unit will nore three hits. The spell does 
‘not work against magical attacks or attacks by 
‘units with magical weapons (such as a wait 
lunder the effect of the enchanted weapons 
spell). [thas bo effect on morale failures or 
orhit results—though ifthe unit ignores hits 
«caused by an (R) result, the unit does noe rout. 

The easter must be inthe same square asthe 
tun when the spells cast, and his assistants (at 
least six nouspelleasters are required) must 


‘pas through the unt, sping granite flakes 





and diamond dust on each troop. (The flakes. 
‘and dust should be worth a total of 2 GB.) The 
spell cant be cast on engaged units. 
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animate army 
Animate Dead 


‘This grocsome spell allows a wizard to revive a 
destroyed unit and send it hack into action 
tunder the wizard's control, The wizard must 
stand withio one square of the destroyed unit 
‘when casting the spell, but need not be near his 
{undead creations while they fight for his cause. 
The revived unit comes complete with 
weapons, armor, and any other equipment the 
troops had when they died (assuming they 
hhave not already been looted). The undead 
‘obey the caster without question, even if they: 
‘were on the other side of the battle previously, 
‘The unit has the same characteristics ax it did 
in life (use the same War Card), with the fole 
owing modifications: 
+ The unit ignores all F and R results except 
those caused bry magical attacks. 
‘+ The units defense rating is increased by 1, 
+ The unit's charge rating is reduced by 2; i 
‘elced tO ower the unt cannot che 
+ The unit has the morale symbols of the 
“Undead Legion” War Card (card #86 in 
the basic act) 


























When the battle ends, the unit sinks to the 
ground, its energy gone, The troops will then 
decompose quickly, making it impossible to 
‘cast this spell on the sae unit twice. U'the unit 
is destroyed in battle, it cannot be raised again, 
“This spell is usually considered evil in 
nature, and only evil wizards will provide the 
Blood and bone chigs equired to cast the 
spell. On occasionshowever, good wizards 











Berea te pat ptr omled be 
‘elense of thet homelands, . 
or 
i 
> 
Lae 





shadow troops 
‘Shadow Monsters 
(Illusion/Phantasm) 





“Tapping into the power ofthe Shadow World 
the nar or tuapclan casting this spell cone 
jures ernble monsters to come forth and do 
leon the world of Cerin or that's what it 
looks lke, In reality, the shadow troopr ace 
almont alwaya illusions (ae below), In land 
hattles they appear on the batlefild: at sea 
they can appent aboad a ship oF rte up out of 
{he water, They fights» regular troops 
dispelled, successfully diselicved, or 
destroyed. Tle statistics are a follows: 
Move: 3 Melee: 
Mom pennant 3 
: 3 
Teon: swords 


The shadow toops do not lone effectiveness 
‘een hit n hate, bat two ite are sulcent 
to estoy them 

Shadow tops cine dabeleved by PCs or 
prominent NPC fenders ony H they ae ibe. 
Reed) the dsbeeing character must make & 
saving throw ve: pelle a3 penaty to have & 
hance a ape tere 

Whenever shadow troops are created, the 
Strole 1100. fhe rel less than or 
gual to 25 minus the casters lee for exam 
ple, a rol of 20 fora Sth-evel caster) the 
froope are not illusory, they are veal, Real 
troops have used the magical energy ofthe 
“itaaion® to bridge the gap between the 
Shadow Word und Corie” ad they do not 
isappear when the spells dacation ends. 
Intend, they begin attacking randomly, or 
‘tacking nits nearest the est Tey cas be 
‘etared tothe Shadow Word aly by mens 
Of aliited wish, wish, gate, or dimension door 
fol et a bones ta cree ep heerts 
Nenvoyed throu the opening somehow) 
Exch veal oops 2 5-4B monster or an 
sndendsteature of 5 HD orles- 




















wolf in the fold 


This spel allows a wizard ¢o transform the 
appearance of one wnt into that of s come 
Bletely diferent unit: The spel lasts for one 
War Card round per level of the caster, or 
‘atl the unit performs an ation inconsistent 
With its new form. An infantry unit trans 
formed to appear as a cavaey unit could walk 
or run (the cavalry unit would simply appear 
{© move slowly), but ira cavalry unit dee 
fuised as infantry began a change, that would 
dispel the effect. 

‘The DM should replace the War Card of 
the affected unit with a9 appropriate equiva- 
lent from the deck. Naturally, most spelisast- 
5 will want to throw this magic om units 
that have nat been revealed yet or are in 
reserver. (There is obviously something going 
fo when aunitof archers suddenly tame into 
‘hone of monsters ight cere on the halle: 
Field) DMs should keep the real War Card 
‘separate and use its statistics when the wolf 
inthe fold troops engage. 

‘The wisard and three splleaster avsstants 
rust passthrough the unit wile the spell 
hing ast, making gestures and invoking the 
power ol the spel 
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4 i 


have 2 proposition for you, Gunther. This 
moni Tl case a spel on your ter i 
{rcalaie production™-by mideunmer you will 
fave mor silver than the guild has ever seen. 
‘And bo lo Ua in eur? A mee third of be 
Droit incre” 
“overheard onthe docks ofa Brecht port 
ae as age 

he folowing i comprehensive list of 

Ntzard realm sells organized by caster 

level Fora lint organized by eoqured 
source level, se page 83. 








ist-level caster 
alchemy 


(Alteration) 


‘Regency: Special 
Gold: 1GB. 
Required Source: 3 
Duration: Permanent 


‘A mage can create wealth by spending 
Regency Points to transform worthless sub= 
stances into valuables, For each 4 RP the 
mage spends, he generates 1 Gold Bar of 
‘wealth. The effect is instantaneous at the con- 
Chision of the spell. Alchemy can be cast only 
‘once per domain turn. The materials and com 
ponents for the spell cost 1 GB. 








f 
i 


—. 
arr. 


i 





Sh0s ae 


dispel realm magic 


(Abjuration) 


“This spell allows a mage regent to counter the 
‘Hier of sn aer say pel in a sae mate 
ner that «dispel maple works against routine 


realm 


‘deteemine whether the dispel ix successful, Dis 
‘pel realm magic can even cancel the alternative 
tute ofthis spell described below: 

‘Dispel realm magic can be cast upon dl 
province to protec t from possible realm spells, 
Ta this use, the protection lasts one domain turn 
(effectively, three action rounds) per three levels 
‘of the caster, The RP expenditure determines 


-speead of effects such as death plague, but i 
‘does not prevent a conjured or animated ariny 
from entering the province and it docs nol 
vent casting of conventional (nonrealm) xp 


scry 
(Divination) 
ye Special 
:1GB 
Required Source: 1 
‘Duration: Instantaneous 


spell allows a wizaed to peer outside his 





Cost varies with the distance of the target 
province from the casters own domain, The 


Spel costs 5 RP plus 3 RP for each province of 





“separation; spying on a province five areas away 
‘rom the wizards domain costs 20 RP. 

Only the information-gathering aspect of 
‘espionage may be used: the wizard can't cre- 
ate random events or rescue people. I the tar- 
get of the ser spell is a wizard, he may spend 
RP against the caster to try to make the spell 
fail. Otherwise, itis automatically successful. 


subversion 
(EnchantmentChae) 


Regency; Special 
Gold: GBs 

Requited Source: 1 
Duration: action round 


By employing a magical campaign of charms 
and nugesion a wisard can fore one bal 
ing, province, armor heutenanebeoging to 
another repent to take a domain oe fee action 
(regardless of whether such assets normally. 
Muay take ations). He could force a group of 
tilltary units to declare war and tnvade 
neighboring an he could aes Bingo 
antes or agitate; or he could instigate alot 
any kind of 

peice to one discrete in 
and ew affects target regent regardless of 
whether he has already performed an action in 
ASIN RD pee of ding 

“Acostaf3 RP per level o holding, province, 
or character level of a ewtenaot i fegured to 
Seivert i acon of 9 RI per ary unite 
equted, The vt egent oy bd RP agalnnt 
the casting wizard to negate the elle The 
ind can cure, send Rothe 
Spall succeed The opponent who spends more 
regency controls whether the spl Succeeds 











znd-level caster 
battle fu 


(Enchantment/Chaem} 


Regency: 1 RP/unit 
Gold: 1 GB/unit 
Required Source: 2 
Duration: 3 action rounds 


‘Bate fury, by inspising military troops to fight 
passionately with little regard for personal 
safety, improves the movement rating. melee 
tating, and charge eating of one War Card unit 


by 1 point. In the process, however, it 
decreases a unit's defense rating by 1 point. 
For example, a unit with movement rating of 
1. melee rating of 3, charge rating of 5, and 
defense rating of 4 would be altered to ratings 
0f 2, 4, 6, and 3, respectively. 

Avwizard may affect two units per experience 
level. Units to be affected must he inthe same 
[province asthe caster or in a province contain~ 
ing ley line owed by the caster (regardless of 
‘whether it connects 10 the source in use). 


coffer credit 
(Conjuration/Summoning} 


71 RP per 4 GB borrowed 
i: 1GB 

Required Source: 2 

Duration: Special 


A wisard in desperate need of fands may cast 
{his spl o borrow money from future income 

‘Aer sting thi ope the ese amount of 
‘wealth magtcally appears in the regents trea- 
sary. A wizard may borrow 2 Gold Bars per 
teel rom his fare capital, bt the fund, 
smust be repaid ata randomly-determined 

tn the future, 

Aer the wealth appears, the wizard need 
not epay any fund or sn action rounds: 
‘After the sixth action round, however, the DS{ 
rolls 1412 four times (rerolling any duplicate 
results) to determine the repayment schedule. 
‘One-fourth of the amount borrowed must be 
repaid on each action round riled hus, the 
‘whard borrowed 9 GB and the DM rolled 42, 
6,7, and 1. the wizard would repay 3. OB of 
the second action round, 2 GB on the ssth. 2 
GB on the seventh, and 2 GB on the eleventh, 
The DM need not inform the player 
when the maney will be due; he may et 
‘Smmply announce that che appropri 
ste number of Gold Bars diape 
pears from the tease: ne 

ithe wizard borrows 10 
GB or more, be must pay 
Interest on the bor 
rowed funds. One Pm 
Gold Baris 


ea 


= pet 












10 Gold Bars borrowed (rounded down). The 
interest is addled to the total owed for the pus- 
poses of dividing payments. 

the wizard’s treasury is empty at the time 
payments come due, the money owed is auto 

‘deducted from any income the charac 

‘er later acquires. Ifthe wizard discovers trea- 
sure while on an adventure, any overdue money 
red immediately disappear rom his share, 
‘When the wizard collects taxes, any delinguent 
funds immediately disappeae from the total 

"A wisarel may cast this spell on anoth« 
individal’s behalf. The caster may use this 
‘spell any number of times, but the furure debe 
incur could conceivably bing hit ian 
cial disaster, 





detect ley line 
(Divination) 


agen 
feeied Sou 
Mequired Source: 1 
etalon: Ivtananeous 


Binal spelen a wird ar he 
jocations ofall ley lines passing through 2 
en prvi, The ws ma examine ley 
fines Intwo provinces per experience level, 
ha sth-level caster may learn the locations 
of alley lines in 10 provinces, The provinces 
bead not be adjacent 
“Toactvate the spel he wieard must spend at 
least one week visting the manifestation of one 
‘of hs sources, During tat tne, he mage dese 
tv fet fa) aap tare 
tocxamine, He may beog ay sketches, 
BE swings, or notes to ncen kis Dee the wep 
tmust be drawn on a spectlly created sheet of 
parchment using paricilar inks and gil, The 
provinces to be examined ae then highlighted 
With an ink containing powdered sicbhegh. 
"The spell must he east inthe province con: 
Adiniag the manifestation the wivard vised 
to prepare the map. When the casting 
competed, the map enst He und 
urbe, Mayical energy then perma 
‘eotly etches the various Ly Uns 









into the map. The etched lines 
fla not indicate the owner of 

the ley lines, and ancient 

\ Tey lines are displayed 
‘alongside those 

of contemporary 

creation. 
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yA RP/anit 
Seqceet Seer 

el Source: 2 
‘Duration: 3 action rounds 
Similar to the bate fary realm spell inflame cam 
bbe cast to add 2 points to the charge or melee 
rating of a War Card unit, For , inflame 
i ‘an orog infantry unit with a melee 
‘ating of 3 that score would be raised 105, 


“The caster chooses the statistic he wishes to 
affect at the time of casting. He may affect 
‘wo units per level of experience, Units to he 
affected must be in the same province as the 
Easter or in a province containing a ley line 
controlled by the caster (regardless uf whether 
ik connects to the source in use). 


coyal facade 


(Alteration) 








2 RP 
Gold: Special 
Required Source: 2 
Duration: Special 


‘This realm spel, employed by the wealehiest of 
wizards, transforms an existing castle, tower, fot 
‘ification, or building of virtually ny kind nto an 
saemetic marvel A palace might be transformed 
to look asi t were built entirely of shimmering, 
crystals, a castle might be altered to look like 
‘solid gold, a tower might be changed 0 ook as if 
iC wore bilo alternating bloc of jade and 
coral, ora fortress might 0 appear 1 
bbe mule of jagged shards of obsidian 

‘The transformation will likely reflect the 
taste and personality of the caster, A facade 
created by an elf wizard will probably look 
very different from one created by a Vos: an 
Cv wizard might use the spell to give his 
tower a fightening appearance, 

The spell does not affect the perceived size 
‘or configuration of the structure, only the 
material from which it appears to be built. 
Structures influenced by this spell also benefit 
from enhanced strength; they are treated as 
thick stane far all purposes (unless the bi 
Ing is crafted of a better material, in which 
‘case the better value prevails). 

“The facade also lends a bonus to court cost 
expenditures, Structures affected by royal 
facade are automatically treated as one level 
jigher than the actual court maintenance 

















‘pent on thems thus. a regent whose caste has 
4 royal fagade and who spends 3 GB for an 
eatt receives the Benois of an 
average court (as fhe spent 6 GB). A regent 
whose castle is affected by royal facade also 
gains a +L bonus to diplomacy actions 
Bttempted within the structure. 
fast on another's behalf, tansforming the 
structure costs an amount equal tothe original 
construction of the building: thus, a castle 
costing 30 Gold Bars would cost another 30 
GB to affect with this spell. A wisard casting 
royal facade on his own sraste pays one-half 
the original cost—15 GB forthe 30GB castle 
ding ace by his pl an Be ass 
Pied normally the eli is equally as beaut 
Id do. The cannon permanent if 
placed upon an existing permanent tecture, 
Placed upon a ukng created by the sro 
realm spell, the royal facade lasts three action 
‘ound per level ofthe casting wizard. 








trace ley line 


(Divination) 
Regency: 1 RP 
Gold: 1GB 





Required Source: 1 
‘Duration; Instantaneous 


‘This spell anctons i al respects lke the detect 
ley tne realm spel, with one important differ: 
sheen he witard eaten a map ofthe 
tends to stay he marks any portion 
Gf any single ley line he knows to cus Upon 
cating thse nen of hig aly tes 
inthe viking the magic etches the ent length 
ofthe nde ye 
rovinces per easter level The magic maps al 
Reokctps aad bends i the indeated ey h 
“the wicard must cast the spll inthe same 
province a the manifestation he visits to cre 
the map, but he may trace a ley line any. 
‘where’on tht map egardles of ie, 











3cd-level caster 


demagogue 
(EnchantmesvCharn) 
Regency: Special 

Gold: PGi 

Required Source: 3 
oration: Special 


‘This pervasive, subtle charm plays upon the 
fears and loyalties of a province, influencing 
the attitudes ofits people toward its ruler. For 
each 5 RP a wizard spends, he improves or 
‘worsens the loyalty grade of a province by one 
step. At 3ed level, he can affect one province: 
for every two levels beyond the 3rd, he can 
allect one additional province (in other words, 
two provinces at 5th level, three at 7th level, 
ad 30 on) The change in lvay occurs dut- 
ing the adjustment phase of the domain turn, 
‘The wizard must pay 5 RP for each grade of 
loyalty affected in each province; casting a star 
bile kingdom to rebellion could be very cost 
Pos.new fray level canbe alee 
various events. 


ley ti 
datas 





Regency: Wine 
Gold: 1GB 

Required Source: 3 
‘Duration: 12 action rounds 


Ley tap is designed to harm wizards wh 

to deactivute,sunder, or otherwise Lamper 

an affected ley line. The spell affects one ley’ 
line (regardless of length) and all axsociated 
hook-ups. The caster is immune to the harmful 
<ffects of the spell and may use the ley line at 
will, A wizard may cast this spell aly on his 
‘own fey lines; he may not secfetly castle trap 


‘oman enemy ines asa “murpene ” 
‘A wizard who tampers with a trappeil ley 
line i allowed «saving throw vx, sesh 





reat th ward ces ty bate 
ering attempt works. Falare indicate 
trap disrupts the wizard’ spel the 
stiempe ite and he sulfers 16 pots 
age multiplied by the level ofthe highest 
Source on the line thus, th caye of ey 
tine connected to.a souree (3), the viel 
‘would vafee 946 points of damage 

‘Only one ley ep spel ay be aston asin 
the ley lin at one tine, But upto lines 
thay be affected witha single spel 














y line 





powerful enchantment hides any or all 
lines belonging to the wieard. No 
method of location, including detect ley line 
And trace ley line, will reveal ley lines con- 
‘cealed by this spell, Ley lines are not hidden 
from the caster. 

‘A wizard may cast this spell o» bebalf of 
‘another wizard in that event al ofthe target wia- 
lr’ ley lines are rendered undetectable to eveey- 
‘one but the caster and the owner of the ley ines. 





mass destruction 
{IavocstionEvocation) 


Reyeney: 10 RP/unit 
GB 

Required Source: 5 

Dutation: Instantancous 


‘This spell can slay fundreds 
cof enemies witha single awe- 
some barrage of devastating fire, 
lightning, ice, energy, or poisonous 
\ ‘vapor (wizards choice}. The mage can. 
affect one enemy unit plus one unit per three 











ah Tibvlesel caster three, and 30 on. The 
Seer SE 
Y the wizard who casts the spell, Each unit 


‘affected costs the wizard 10 RP. Each 
target unit may attempt a morale check 
10 lessen the effect: if it passes the check, 
H the unit suffers only one hit of damage, 
Mau destruction causes some coincidental 





Teaves the province in which the spell 
hy ‘war cast the wpel slot 


Regency: 5 RP/unit 
Gold: 2 GBlonit 

Required Source: 3 
Duration: 1 month +t week/caster level 


Using a powerful aration of the monster. 
‘ine wt rene a ary of mo 


‘serous "ta do his bidding. Bach sum- 
‘moned unit costs the mage 5 Points, 
He can summon one unit for each three expe- 


sence levels (one at 3rd, two at 6th, three at 

Shand 0 0), ead se 

scoop that appear depend on the wir 
‘below: 


Level Troops 
3 Goblin Skirmishees 

4-6. Gnoll Marauders or Goblin Wolfriders 
7-9 Goblin Guands or Grol Infantry 

10+ Stonecrown Ogres 


‘When the spell ends, the province in which 
the monsters disband autornatically suffers a 
monsters or brigandage random event, 


transport 





Tronsport allows a mage regent to instantly 
tnove tops fom one proving #9 another 
SET diesen opr te meee 
* tins una cove thse rons 

Sede epee tava. Uo a he 
thoved aniy between provinces in which the 
tinge has 2 rence source oF ley line, Each 
ti tbe mowed core 4 RP 

Because this spel i nstantancous, the 
affected ite ate gible to mane during any 
War Moves following the action round n 
Sieh pel eee 

"Ths spall cane used on waving unit, 
but te sogensy cot doubles to 8 RP per it 








4th-level caster 
gold cush 


(Conjuration/Summoning) 


Regency: 10 RP 
Gold: 1GB 

Required Source: 2 
Duration: Special 


Gola rush increases productivity in an entire 
domain (including provinces, guilds, and tee 
ples). The result ia 50% increase in taxes in 
the nest domain tum following the casting of 
the spell, The regent determines his tax rate 
and rolls for collected taxes normally, then 
au 50% (rounded wp) wo the nme of Gold 
Bars collected 

This spell may be used only once in a nine 
‘month period. 





protect source 


(Abjuration) 


Rogency: 1 RP/source level 
Gold: 1 GB/source level 
Required Source) | 
Dutation: Permanent 


Avwizard may protect his sources from da 
ing effacts such an deplete mebbutghl and 
siphon mebbaighl with this spell. tn addition, 
the source gains a saving throw vs. the potion 
source spell} saving throw vx. spel is made at 
the level of the source. For example, a 0 
(2) would save as a Tth-level wizard. Success 
provents the poisoning: failure means that the 
protect source abjuration is dispelled and the 
oisonis successful. Also, manifestations of 
the source gain the benefit of being sur- 
rounded by a wal of force. 

The spell cost | RP and 1 GB per level of 
the source t9 be protected; thus a wizard rust 
spend 4 RP and 4.GB w protect a source (4), 

‘A lurther benfir of this spell allows a wizard 
to"bank” Regency Points in a source, The 
Regency Points may then be used to bid 
actions (such af coatest of rule) that would 
iharin the source. If several sources are cou 
nected by ley lines, any source tn the line may 
draw from this RP pool to defend itself A wiz 
ard may add RP to this hank any time during the 
spells duration. If the protect source spel is ever 
canceled, any banked RP revert (othe caster. 

The spells permanent unless removed wih = 

















limited wish or wish. The death ofthe caster also 
‘cancels the spell. If control ofthe source i trans- 
ferred to another individual, the source rolls a 
saving throw vs. spell as a wizard of the new 
regent’ level. Success indicates that the spell 
remains intact: failure means the spells canceled. 


cegent site 
(Diviatin) 


Reyency: 1 RP 
Gold: 1GB 

Required Source: 1 
Duration: 3 action rounds 


reali spell allows the casting 
invousty pinpoint the location 
‘oF other regents within his domain. By concen- 
{tating fora few moments, the wizard becomes 
aiware ofall regents within provinces in which 
ihe has holdings, beyinning with those nearest 
to him. The wizard gains a mental picture of 
the detected regent a3 well as 4 mental pleure 
of his immediate surroundings (goildball,tay~ 
fern, woods, et.) and sense ofthe general area 
(a'certain el ina lange city, 100 
Tot eau of forest, a peasant village, and so 
on}. The detected regents are completely 
tinaware of the spel. 








5th-level caster 
death plague 


(Necromaney) 


ey RPprevnce vel 
davon 


SF Reguired Source: 5 


‘Ap evil wizard can create a horrible, 
that depopulates an area, 








“The RP cost is equal to the sum ofthe affected, 
province levels: a Sth-level mage who poisons 
three provinces (4) must spend 12 RP, Dispel 
‘realm magic or bless land can negate the effects 
‘of the death plague in one province, but only it 
‘cast in the same action round as the province 
Is atiected. 


feign destruction 


(Alterition) 


Regency: 10 RP 
Gold: 10 GB 

Required Source: 1 
Duration: 3 action rounds 


When a wizard casts this calm sel he 
Causes a palace, fortress, village, oF town (0 
Sppearto be destroyed. The method of the 
apparent destruction is chosen by the wirard 
the ime cating a ocle may appear to 
Kc iee nicked by ana carne 
leveled by a tornado, wiped cut bya flood, oF 
devastated by a great matical blast 
Th reality, the destroyed area ts unharmed, 
No manner of divination, however, wil reveal 
the area as anything other than damaged. The 
Allected aren docs not radiate magi. 
Berson within te ae of alc when the 
incast witness no change; nave 
ie wi hve nen that cuties ve thee 
ent 








‘normal routines appear to he cleaning up after 
the devastation and trying to set their lives in 
‘order. If they speak to locals, they hear tales of 
‘espa instead of residents actual words 

‘A wizard can alfect one province per three 
levels: thus; a 10th-level caster could affect the 
appearance of three provinces. 


protect ley line 
(Abjuration), 








Regencs 
Gold: Special 
Requited Source: 3 
Duration: Permanent 


‘The spell affected ley lines froma the 
deactivate ley fine spell. as well a similar effects 
sreated by the rings of ley. Protect ley line offers 
‘bp defense for sources or their manifestations. 


Lines protected in this manner also gai» 
saving throw sigaint the nunder Tey Sine pel 
‘The line is alloyed a saving throw es: spell at 
the lovel of she highest-level source on the 
line; thas, a fey line connected to-a source (7) 
‘would gain » saying theow vs. spell asa 7eh+ 
level wizard, Success prevents the sundering: 
failure means that the protec ly Hine abjura- 
tion is dispelled and dhe wunde is sucseasfl 
Casting he spel cont GB ps 3 RP per 
four provinces the ley lie crosses, Thus cast- 
ing this spell om a ley line that begins in 
province A; passes through provinces B.C, D, 
Jind E, and ends in prov 
GB and 4 RP. Hook-up 
protected at no addicional cost. 
“The protection created by this spel 














per 
‘manent unless canceled by limited wish, wish, 
surder ley line, oF a similar spell. Should the 
wizard find himself noeding to deactivute oF 
sunder one of hig own ley lines, be may do %0 
without penalty, Lay ins ace te effect of 
this »pell must be maintained normally. 


stronghold 


(Conjuration/Summoning) 


Regency: Special 
Gold: 10 GB 

Required Source: 7 

Duration: 3 action eounds/caster level 


By means of this spell, the wizard conjores up 
A castle, tower, fortification, or baling of any 
kind. The RP cost is equal to the Gold Bar 
cott of constructing an equivalent stronghold, 





but difficult or cemote terrain doese’t affect 
the magical version. For example, a caste (3) 
‘normally costs 30 Gold Bars: this realm spell 





«can do the same for 30 RP, regardless of where 
the castle is placed. 

‘The wizard can make the construction per- 
manent with «permanency spell, but he ages 
10 vears in the process. The wizard can dis- 
miss the seronghold any time he wishes. If he 
ties without the castle being made permanent, 
iWfades Irom existence. 


warding 
(Abjraton) 


Regency: 3 RPiprovince 
Gold: 2 GB/province 
Required Source: 3 
Dutration: 3 action rounds + Ieaster level 





Regardless 
around and lind themselves emerging from the 
fis at the same spot they entered wizard 
‘or priest with appropriate spells or magical 
items has a 50% chance of successfully leading 
‘up to one person per level through the mist. 

‘A mage can ward one province at Sth level, 
‘two at 7th, three at 9th, and so on, Warding 
costs 5 Regency Points per province affected, 
‘Wars, trade. and diplomacy are all but impos: 
sie while a warding isin effect. The caster is 
Immune to the effects of his own warding and 
‘may lead as many individuals through the 
sists as he wishes, 


6th-level caster 


defection 
(EnchantmenCharm) 







AA wizard can cast this spell to ste dmiitary 
‘it from an 
the unit under 





province, In addition, the wizard must know 
the location of the units to be affected by the 
Alofectine spell, 

‘Any attempt to command an affected mili 
tary unit with an order other than those typi- 
cally given in battle will break the spell. Thus. 
‘unit could not he oedered to run off a 
For example. 








7th-level caster 
legion of dead 


(Nectomancy) 


Regency: 4 RP/unit 
Gold: 1 GBAnie 

Required Source: 9 

Duration: I month + 1 week/level 


A skilled necromancer can summon the 
‘ancient dead to his aid, raising a unit of skele~ 
‘ons and zombies to do his bideling. The vie= 
ard can summon one unit of undead minions 
for cach level above 6th, s0 a 7th-level caster, 
summons one unit, an Sth-level caster sum= 
mons two, and a0 08. The wizard must spend 4 
Regency Points per unit. He must remain with 
his undead army say ert the var! will be broken 
and the army 

Refer tothe Undead Legion War Card for 
Aaege-seale combat information; in standard 
ame terms, each unit comprises about 200 
Zombies, monster zombies, skeletons, and 
siant skeletons. 


ley ward 
(Abjaration), 


red Source 
Fy ace 
So Fak erties tse 


“sonler oc otherwise tame! 


Royency 
Ten 


SS ses ley line. The spell affects. 


Tne ley line (regardless of Iecxth) and all asso 
| Sted hookup: The caver stmine 10 the 
ee harmful efleets of the spel and may use the 
Tine at will A wizard may cast this spel 
niyo sown hey ins ron the ies of 4 

SW Consenting wizard he nny not secretly east ey 


fine is allowed a saving throw vs. death magic, 
He may contribute Regency Points or blood- 
ingth points to improve his chances 

'2-+1 bonus for each point spent). 


‘means the wizard suffers 14 points of dam- 
lage multiplied by the level of the highest 
‘source on the line. Thus, in the case of a ley 
line convected toa source (6), the victim 
‘would suffer 6d4 points of damage, Whether 
The tanperce surceeds oF fallathe ving 
drow, the tampering attempt fails, 

‘Galy onc izymard spell ay be satton ¢ 
single ley line at one time, but multiple lines 
‘may be warded with multiple spells, 








£0Ze 
(Iavocation/Evecation) 





‘one level costs 10 
RP, so razing a castle (5) costy 50 Regency 
Points. There ts no limit to the amount of 
damage that a mage can cause to 9 
through coe ypell—he may simly red 
level Or may i outeight—as fong 
is willing to pay the required reyency. 
‘Hs aad pevatsion dost 2.GB per eal of 
intends to cause. 

Panedhotfings ean be reduced 19 
holdings through this spell, but they 
otherwise damaged. The wizard must be in 
‘ight of the castle to be razed when he ca 
the spell and he must perform the prepa 
tions on the ste, 











8th-level caster 


shadow block 
{Allteration) 


Regency: 2 RPiprovince jh 
Gold: 1 GB/province 
Required Source: 4 
‘Duration: 3 action sounds 


‘Shadow block prevents all creatuts from walk- 
{ng into or out of the Shadaw World in a speci- 








fied province. This effect even applies to 
halflings. whe can pass into and out 
‘of the Shadow World at will. The spell does 
not affect movement within the Shadow 
‘World. A wizard can alfect one province per 
three experience levels, 


gth-level caster 


deactivate ley line 
(Alteration) 








Source: 4 
Duration: 3 action rounds 


Di rowel elesrea tiene 
temporarily deactivate ale line: Dr 
‘cbaighl from a source along that le tne It 
loponbl for thee action rounds. Magi att 
ln the same province as 2 source 





au bec eRe of gh deneted 
Cf sa leash Any by nes (ectcinghoctaps) 


Connected to the fete line that ure rox poe 
ted by sources of their owe als cannot he wa 
1 ating waar un have source 
ie na proxince through tarset 
Wy iis pate Theater eerie 
rece () and does not ave oe these 
that powers this spe 
‘A'success oll is required for the spell io 
succeed, with a resule of 10 or better (on a 
1220) indicating success, The cll sulfers 2-2 
aly ifthe eaater Us moray guessing 2 the 
Fey'ine's existence rather than knowing ts 
\ceaton with cern 
If the wieard successfully diarupts ale line 
and wishes to do +0 again on the following 
‘ction round (thus increasing the period of 
Alsrupeion) he fits a bons to Ms ol for 
the subsequent spell. This benefit is cumula- 
tive for up to three attempts. The victim must 
contacts papain onthe dent 


Seep ae 


ee, ‘ward spell, deactivate ley 























enhance source 
(Alteration) 


Regency: 2 RP + Vnew source level 
Gold: 1 GB 

Required Source: 2 
‘Duration: 3 actioa rounds 


By moons of thi ale spel Aste can 
improve one source holding by one level 
base cont of the spells? RP, plus LRP per 
new (boosted) level of the source: thus, a 
Source (5) increased to a source (6) would 
ose the wizard 8 RP (246), 

“This increase works for the purposes of 
spelicasting only and does not afect collection 
of Regency Points rather facie dependent 


_The al mag lin coy es poe roe: 
attempts to ‘more than nce in 
year result in failure. 

{or the spell to suc- 








‘A.success rol is required 
ceed. with a roll of § or better (on a 120) indi- 
‘ating success. On a roll of 1, the spell backfies: 
all ly lines emanating com the target wurce are 
‘deactivated per the spel for two action rounds. 


toth-level caster 
deplete mebhaigh! 


(Atteation) 
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rath-level caster 
siphon mebhaigh| 
Regency: 6 RE 


(GB 
Requiced Source: 6 
‘Duration: 3 action rounds 


A winard who casts this spell may steal 
‘mebhaighl from another wizards source or 
transfer mebhaighl between two of his own 

"The target source is reduced by one level for 
‘purposes of spellcasting. Thus a source (5) is 
treated as a source (4) when casting realm 
spells; other domain functions are treated nor 
mally: The siphoned level is then transferred 19 
another source (usually one controlled by the 
taster), For purposes of spellcasting, that 
source is then treated as one level higher. 

‘The caster may also transfer mebhaight 
{rom one of his own sources to another source. 
‘The target source can be his own or that of a 
wizard with whom he collaborates. 

“The twn sources involved must meet atleast 
‘one ofthe following criteria: 

4 They are jn the same province, 

4+ They are in adjacent provinces. 

+ One of the sources shares a with a 
ley line terminus or hook-up of the other 








AC1Sth level, the caster-may tansfer ome 
levels of mebhaighl from one of bis sources to 
another single source: he may not steal wo 
levels from an enemy source. This casting 
costs 12 RP and 4 GB. 

‘Whe the spell ends, all mebhaigh revere, 
twits orginal sources 





sundec ley line 
(Bheration) 


‘When a wizard regent casts this spell, he severs 
‘one ley line of his choice. The severed ley line 
then cellapses in both directions until it reaches 
{2 terminus, source, hook-up, or connecting ley 
Tine. Lines affected by the protect ley line spell 
{gin a saviog throw against the effect (see spell 
sSlescription) 





on 
“This spell has no effect on fucure attempts 
to forge ley lines in the same location, 


16th-level caster 


poison source 
(horton 


Regency: 2 RPAnagic potential level 
Gold: 1 GB/mayic potential level 
Required Sourc 

‘Duration: 1 action round/4 caster levels 





Among some circles of mages, this realm spell 
is believed to exis in legend any iter sich 
icindeed the case, or the spell s0 rare that 
‘only afew wizards are able to cast it 

“The poison source spell disrupts the flow of 
rmebhaighl in province in such a way that all 
‘magical sources are temporarily rendered 
powerless. No wizard, even the caster of this 
Spell, can draw magical energy from an 
alfccted source: 

‘A poisoned source is treated as a healthy 
source for all purposes except spelleasting, 
Thus, the wizard collects Regency Points and 
pays maintenance costs as usual. Any ley lines 
sc le att ct se 
‘ally, except they cannot draw magical power 
from the poisoned source 

“The caster must pay RP and GB according. 

of the province; thus in 
4 protince of mountains rated 3/6, the caster 
must pay 12 RP sod 6 GB for the spell to 
function. 

















———— oe 
I he age of myth, Ceritia was cloaked ix power 
tnd magic. Those iouy-ago days bolore the cata 
lynn at Mount Deisratar saw the birth of arcane 
‘creatures, heats more powerful thax the greatest 
of men, Indeed, many believe these creatures 
sometimes walked alongside the gods themaelves 
when the great ones had occasion to wander the 
land. 


Dane Thorenson, storvieller of the 
‘Gautrakka tribe in Hogunmark 





(g1-ROD-alays), creatures of legend 
‘ido grant boone to wizards Whether 
the Beasts were companions, servants, or mia: 
Jans of the gods, historians cannox say in fac, 
Whether they even existed-or continue 10 
Exist today is» subject of controversy 
Gareadalagh ae said appear oly to 
those men apd women who fervently embrace 
agi, The beasts supposedly walk with auch 
‘vans wing ofering thet dls and 
Sails in exchange for potions and 
cal teanure of oer payment. 
oars who accep the legends a8 
‘out nay that, while the power ofthese 
éreatures has diminished since ancient 
times they ave stil formidable 
Scholars have named each garradalaigh for 
he wizard who fist recorded is presence. (As 
sightings date hack tothe days before the 
Deismaar cataclvam, these wieards are all 
elves.) The creatures true names ace now 
lanown on tothe long-dead gods: Loat to the 
agen, those names are the subjects of occa 
onal quest hy over inquiiive apprentices 
itis cumored that to know » yartadalaighs 
Ane name ist hold absolute control over it 
"the garradalaigh then becomes not merely a 
companion, hut tld, servitor, and partner 
‘Uiithis true, any wizard with contro over one 
‘the creatres could become powerfl 
‘enough to sweep across the lind, laying 
omalne low with s wave of bi ba 
Legend hol thats posable fr a wizard 
sezent ro contact one ofthese stenures 
uh the metho are ot foaipoot Ancient 
tomes and tls olfer several mean 
One ak enon pelo umon 
adalah, but the na 
fas een on es dave con ior 
forte fo components and required labo. 
rate protections. Nonetheless, the spells 
Feputed to have worked only shot 10% of 
the time when iad, uoualy claimed 
its would-be caters as vstins. 




















* A popula or among fis year student at 
the Ros age of Sorcery says that a 
garradalaigh might simply appear before 3 
chosen mage, seeking the company of a 
spelicaster. Such a visitation would be rare 
inthe extreme, unheard of in recent history, 

+ There are reports of an ancient, dark device 
that tugs at the heart of a garradalaigh, forc- 
ing it to do the bidding of a wizard. Like the 
summoning spell, most scholars doubt it 
‘ever existed. 

‘# Tis said that a nonevil wizard can call one 
‘of these creatures by simply meditating—in 
doing so he telepathically makes it under- 
Stood that he desires the companionship of 
a garradalaigh. According to legend, a crea~ 
‘ure summoned by this means alwayy has an 
alignment that matches the wizards 


‘The legends also say that when encountered, 
these creatures graot boons in exchange for 
some kind of payment from the wizard. The 
[payment could be as simple as providing com- 





gacradalaighs 


panionshi, as expensive as supplying potions 
fr magical items (which the beasts are pu: 
ported to collect—and sometimes eat), or at 
tnvolved as completing a quest. 

“The creatures may arrive and leave within 
the same day or accompany a wizard for a year 
or more. Most tales describe the creatures 
Staying for only afew days, then eturaing to 
‘wherever they 

Woodsen, 







rds, and expert trackers 
to find the lars of these 





‘DM Note: Ifa a 
campaign, ite ‘such 


{foc hit points the: 
and 353845 ge 











audreeana 


CLIMATE/TERRAIN: 
FREQUENCY: 
ORGANIZATION: 
ACTIVITY CYCLE: 
DIET: 











INTELLIGENCE: Exceptional (15-16) 
: LW. 

ALIGNMENT: Any good 

NO. APPEARING: 1 

ARMOR CLASS: 3 

MOVEMENT; 15, F112(C), Sw24 

HIT DICE: 4 

THACO: 7 

NO.OF ATTACKS: 5 

DAMAGHJATIACKS: Lde/id6/1d12/ 
waia/ids 

SPECIAL ATTACKS: Spells 

SPECIAL DEFENSES: Imavine to missile 
‘weapons 

MAGIC RESISTANCE: 35% 

SIZE: ‘M (5-6 tally 

MORAL! Elite (14) 

XP VALUE: 9,000 


Perhaps the most physically powerful of the 
parila the Andresan (w-dee-AN-) 

ks lke'a patchwork beast. It has the body 
ota horse, though ils legs are shorter, thicker. 
‘and end in yranping claws. lis til s long and 
Fislike, Sprouting irom its ack are two bat- 
Tike wings that—uoless tis lying—reeain 
folded into its bod nearly invisible beneath a 
shagay band of har that ciles its neck and 
txtenuls well down its back. The creature has 
{wo heads, one equine and one simian. Each 
thas sharp teeth for rending food and attacking 
foes. I is spotted gray in color the hair about 
its neck is deep black. 

‘Although the audreeang has a single per- 
sonality, its heads have differen functions. It 
an speak any human oF demivuman language 
fivently through ft simian head and commu 
cates with all other warm-blooded aniaals via 
its equine head, If ether head is severed, the 
Creature des 

"Astro, fast swimmer it can breathe water 
scanty as at The audrecana cam cast the fol 
Iewing pl cack once per day athe 10th 
level of ahikige ESP. know alignment cloiraud 
ance, airoyance, delude, suggestion: confusion: 
inisead. Twice per day it can cast improved 
isi, 

‘\ wizard companion gains the audreeana’s 
ability to communicate with warm-blooded 
animale—as long as the audreeana is within 
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the wieard’s line of sight (independent of sey: 
fing devices such as crystal balls). 


Combat: The audreeana first uses spells 
reserving one improved invisibility enchant- 
rent for self-protection, It attacks in melee by 
biting: each successful bite inflicts 146 points 
‘of damage. Its front hooves can inflict 1412 
points of damage, and its tail causes 1d8 
points of damage. The tail strikes anything to 
the rear or sides of the creature, 

The audveeana is immune to all missile 
weapons, include the following missilelike 
Spells: magic mise flame arrow. Melf's minute 
meteors, and Melf.acid arrow. It isnot imrnune 
to other spells, 











Habita/Society: The audreeana avoids other 
creatures, preferring to spend! time alone in 
‘contemplation. It fancies mountaintops, heav~ 
fly wooded forests, and desolate lands crossed 

vers of streams, Folklore claims it wan- 
ders the mountains of Brechthr, prefering the 
ranges on the eastern side of the Krakennaus 
ficht, The audreeana is curious about warfare, 
thovgh thas no interest in participating in 





Ecology: The audreeana has no known preda 
tors, though it tends to prey on all manner of 
things. expecially fish, plump game birds, tall 
grasses, and ripe frit 





breiryn 


CLIMATE/TERRAIN: Say 


FREQUENCY: Mgthical 
ORGANIZATION: Solitary 
ACTIVITY CYCLE: Nocturnal 
DIET: Unknown 
INTELLIGENCE: High to exceptional 

(1316) 
TREASURE: F 
ALIGNMENT: Chaotic good 
NO. APPEARING: Unknown 
ARMOR CLASS; 2 
MOVEMENT: 18, Sw 18) 
HIT DICE: u 


THACO: 9 

NO. OF ATTACKS: 2 

DAMAGW/ATTACKS: 2d6/2d6 (half 
luring dastghe) 

SPECIAL ATTACKS; Acidic web nets, 
spells 

SPECIAL DEFENSES: +1 bunt weapons 
‘or better to bit 

MAGIC RESISTANCE: 25% (0% during 


daylight) 
L(6"to 7) tall) 
Champion (16) 
7.0040 





‘The beelryn (BREE-rin) vaguely resembles a 
massive spider. 1 has oaly four legs, but those 
tnd in ebony, claven hooves, Its face ie apelike 
and deeply wrinkled, ending in a pigaish snout 
and two long, downward curving thas, Its body 
is nearly as broad ay ital andl exudes a repul- 
sive, musky odor, The breiryn’s torso is covered 
by coarse bits of hide that look like broken 
‘lass. ts legs and long, whiplike eal are smooth 
and shiny. Ie is said to be dark gray 

This cteature moves only under the cover 
of darkness, aided by its magnified senses Its 
ears can pick up a human heartbeat at 50 
feet. In daylight Ks senses drop in strength— 
ican see only 30 feet, it is practically deaf, 
ity normal damage is halved, and its ma} 
resistance fails. 

The breiryn speaks most human tongues, 
sand i€ can communicate with freshwater fish 
(Once a day, the breiryn can cast ary mater, a8 
i it were a 7th-level wizard. Twice a day, the 
Ureleya can tuen itself Uist, per the spel, 

While a wizard is a companion to the 
breityn, he gains the ability to breathe water 
and to see for 90 feet as if he had infravision, 








Combat: This garradalaigh avoids daylight 
combat at all costs, At night. however. iis 


ick to join a ight when wizards are in jeop- 
duly: When fighting, the briny rears up mis 
ick legs sing its tall for sopport, etriket 
wrth its froot hooves. Though the BIOWS are 
pect a us venam seed fom the 
coves inflicts the rug] dase and protec 
‘dons from poison are useless. 

Ta adiion, every four reaps the creature 
cana a eb et The nt a 
Scuare and capable cf engulfing one Vesee fg 
ite, reo Mestze figures, ot Une S-size creas 
{arcs The eb inlicis 144 points of damage 
For three consecutive rounds and thet diesi- 
pats To break fre, the wisn rust cll more 
{an half ot his Strength score on 1420, 
gieanseof the Mein uns de 
edged weapons inflict no damage, However, 
Vor Bester het weapon fit fall damage 


Habitat/Society: When the associates 
‘ith a human, # is only with a wieard, usually 
‘one below Sth level. It considers higher level 
tages stuffy, Few other details have passed 
down through the legends, which generally 
place chis creature around the Zhalnge River 
fn central Khinasi 

















Ecology: A breinyn can eat agarly anvehing — 
plant or animal. Its chief delicacies are 
Feported to be potiaha: other consumable 
‘magical tems, and candles, 


















cabhaigh 











Any temperate 
Mythical 
Solitary. 
Any 
Special 
Genins (17-18) 
F 
Lawful good 
r 
1 
3.71 18(B), 
5 
3 
NO.OF ATTACKS: | 
DAMAGE/ATTACKS: 14 
SPECIAL ATTACKS: _Keching, spells 
SPECIAL DEFENSES; +3 or bettor 
weapons to hit 
MAGIC RESISTANCE: 33% 
SIZE: MG wal 
15 wingspan) 
MORALE: ‘Seeady (11) 
XP VALUE: 6.000 


The cabhaigh (ca-VAY) looks like exohs 
between ape roan adenp is body 
is bulbous and its stick-like legs end in claws, 
Protrdien Gomi bade pre tro Miso ot 
camer jy. The creature can change its 
‘irnleclons though nope these byes see 
ite na 
“The eeuure pent ty and capable of 
to S00}pginda, Walking alow 
ian 
ace face perhing 
‘on branghesand rc ener it 
in fet» yoo ew pf whats ewe Th cress 
{ge i cepaned speak bumin Langue, 
‘elvish, and elvish dialects. A wizard in the 
Stipe cabal con commute 
‘elepathicalls wid. 


Iv with it ¥ 
~ Twice a day the cal in call upon a 
> sgpecialpotymorpboablity that let eh neo a 

















; ‘ for hous to tis 

Prag ilo eer ed 
0 ge ES eo 
Ted Meceoapuliyen form 





creature into 





“Combat: The cabhaigh fighter. 
‘Spf eapgn fees hash Hgeched 


y's 





sound, radiating outward in a cone 2 feet 
across at the creature's mouth, 15 feet long, 
land 15 feet wide atthe end, All those caught 
inthe cone suffer 1d8 points of damage. Furr 
ther, they must make a saving throw vs 
paralysis or be rooted to the spot for 16 
2 can une ts beening 
‘weapon three times day. The cabhaigh’ bite 
inflicts only 14 points of damage; it prefers 
to ase this as a last resort, staying out of 
ose combat. 
Tt is impossible to strike the cabhatih 
ut atleast a =3 weapon, 


Habitat/Society: This garradalaigh iy said to 
dwell on temperate mountains apart from civ 
lization and most other forms of life, When it 
does seek the companionship of a wizard, it 
does so rarely and briefly-~isually only when 
fan odd loneliness overcomes it. 1Uhas also 
ibeen known to seck the company of other gat= 
radalaighs. Tales most often place this creature 
in exstern Khinasi 








Ecology: The cabbaigh has few predators; 
most of these ave evil humans, goblins, and 





ogres. 

Ti subsists on very little—potions when it 
can find them, spell components, and blades 
tof graas that have been washed by recent 
fais. It is said never to kil (or food 


Lede Uhddet/ 
284-1201 
Spells 
Regeneration 





SPECIAL ATTACKS; 
SPECIAL DEFENSES: 
MAGIC RESISTANCE: 25) 


SIZE: M (46° tally 
MORALE: ‘Very steady (13) 
XP VALUE: 4270 


The daegandal (DAY-gan-dol) x thought to be 
the brightest and wisest of the gareadalaighs 
tthas large muscular back legs on which ft 
hops around quickly, covering considerable 
distance, Its smaller front legs end in hand. 
like claws. Us face stretches outward ike the 
visage of 4 gnoll, and its ears are long and 
pointed. The crescure’s shiny pelt is colored 
With various shades of brown the long. ms 
Tule cil lightly darker. 

Te favors rast plains and open land, where 
it cam hop foe great distances without dali 
ee oe a ther crcl, However 
art he found in lightly-avoaded groves and on 
Tow lop hl sides. 

“ihe creature enjoys being thought of asa 
smyth beast—that appeals to ts sense of irom 

itis reputed to speak chish, halfling. and 3 
smattering of homan congues, i sable to read 
‘many ef halfling, and human weitngs when it 
Comes across them and considers fsell a 
scholar ad historian 

"The daeyandal has a quick end for magic 
and ean cas ay of the following spells a el 
tach once per day and as ifcast by an Stelevel 
Srzard: kro Cartan ong: spocks ad, alt 
Of fog fog cloud, Ruorils eras; Evk quills 
told fog, th addiinn, three times a day can 
jump, per the wizard spel, to drastically au 
ment ts ows eaping ability. A wizard who i's 
companion of the dacgandal likewise can 
enjoy the use of the fomp spell three times 








day without memorizing it. Further, the dac- 
gandal can cast spells from scrolls ax an Bth- 
level wizar 






‘Combat: Thi creature it 
loathe o gt into pial combat 
sets foen nce ot mune to 
‘ormal weapons and ity Armor Clas i 
lainey igh compre tone of ohce 
Sprig When cdo co tn 
‘Sera i tempt owe ts mag 
‘Sime tress, When fed 
‘tha clue fight the dacyandal ests on is 
Tonga and lashes out witht cls hich 
fst 184e1 pnts of darsage cach) ans 
Kad pn ex Wen ine 
Insight later oad aay 
{oakay, ing reper liye 
ny wounds The daca son regensrate 9 
int pina eter 


HabitauSocicty: The dacgandal spends 
‘mast ofits time alone lolated in quiet groves, 
iSpendy hous poping over ol amr ad 
scrolls. The daegaadal is supposedly the gar. 
adalaigh most prone to scck the catnpai 

spelleasters. According to legend, it hagnis j 
‘uri lands bordering the Tae! Fith, } 


Ecology: This garradalaigh does not prey oa! 


other animals. I is herhivorous, eating broad 
leaved plants, choice roots, and new grass j 
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INTELLIGENCE: 
(3-18) 
‘TREASURE: SVX 
ALIGNMENT: ‘Lawful neutral 
NO. APPEARING: 1 
ARMOR CLASS: 4 
MOVEMENT: 4 
HIT DICE: 6 
THACO: 15 
NO, OF ATTACKS: | 
DAMAGH/ATTACKS: 3415 
SPECIAL ATTACKS: 
SPECIAL DEFENSES: Invisibility 
‘MAGIC RESISIANCE: 15%, immune to 
Iatlevel spells 
SIZE: s@-3) 
i MORALE: Fearless (19-20) 
XP VALUE: 4270 


Looking like a dusky blue armored caterpillar, 
t the garigal (ga-REE alli the most purzling of 
ie the jarenclaighs because of ts mode of travel 
“Thoogh it moves quickly over nearly any type of 
trea, thas no legs. thas magical means of 
© propuliion and « magical quality to Ks coat that 
fies it a remarkable Armor Css. 
© The arigal has eyes like black diamoods 
that are sary visible anid ts pale scales. and 
A shiny black, twitching nose extending nearly 
‘foot away fom its body. 
1 the create can communicate telepathically 









destroys nonmagical leather and cloth in 1d6 
rounds. The garigal uses its trip and summon 
insects abilities to keep targets off guar, 

“The creature's most formidable weapon is 
its gaze, It has two distinct gave attacks, each 
tusable once. day and each with a cone-shaped 
‘effect that measures 1 foot wide at the crea- 
ture's face, 90 feet long, and 60 feet wide at 
the end, One gaze attack strikes all those in 
the area of effect with the equivalent ofa shat- 
ter apell. The second attack acts as a ray of 
‘enfechlement, as if cast by a Tth-level wizard, 
‘Otten, after using the first gave attack in bat- 
the, the garigal scuries among its victims, lap- 
ping up any (races of potions that were kept in 
bbom-shattered containers 

‘Although the garigal does not go looking for 
fights, it is perhaps the most eager of the gar- 
radalaighs to do hatte 


Habitat/Society: It is said that the gariyal 
seems to enjoy the company of human wizards 
more chan that of halfelf or elf wizards, Leg- 
Eads most commonly place it in the swamp 
lands of eastern Anuire and western Khinasi 


Ecology: The garigal isa vegetarian, prefer- 





ggg elt ving ons and snacking 


‘its of logs, However, fi is hun: 
ve plants. And, like several 
i it adores imbibing all 






ey it will eat 
‘ther garradal 
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Mythical 
Solitary 
All 
WildRowers 
INTELLIGENCE; Exceptional (15-16) 
TREASURE: 5.1.0 
ALIGNMENT: Neutral good 
Unknown 
0 
MOVEMENT: 18, F118 (A) 
HT DICE; 9 
THAC u 
NO.OF ATTACKS: 4 
5 dB 
Wing butet 
SPECIAL DEFENSES: +2 or better 
weapon to hit 
MAGIC RESISTANCE: 25% 
SIZES M (3° to 4 tall) 
MORALE: Fanatic (17) 
XP VALUE: 7,000 


‘The rhoeghn (ROON) resembles 4 human 
fhuld thouah is skin isthe color of ric 
‘brown eatth. Its long, flowing locks are green 
and leafy, Wings at its wrists, elbows, knees, 
‘and ankles look like large feen leaves, con- 
stantly in motion, The eves of the thowghn are 
its most striking feature: large, saucerike, and 
lidlens, Black as midnight, the eyes reflect 
‘everything the choeghn sees. 

Surprisingly strong, the choeghn can carry 
lip to 400 Ibs, in Might. The rhoeghn can alter 
its appearance at will, taking on the shape of a 
dleer or a cluryp of waistchigh ferns, Tt speaks 
‘most human and elf dialects, but eannot speak 
{0 animals. Though able vo read scrolls like a 
‘mage, the choeghn has little interest in scrolls 
that are not nature-based, Tice a day i can 
lise an innate speak with plants ability 

‘The thoeghn’s senses are acute, pickiog up 

ightest whisper or spotting the smallest 
detail Tt can count grains of sand by touch, Its 
sense of smell allows it to detect poisons and 
‘other toxins with just a whiff 











Combat: The choeghn’s dexteriey grants it 
‘+3 reaction adjustment to its surpelse rolls It 
prefers to avoid fighting, When necessary, 
however, it strikes with the razor-sharp claws 
oon its hands and feet, The creature uses its 
‘wings to keep it in the air so as to attack with 
all ofits Timmbs each round. 

In addition, every theee combat rounds the 


thoeghn can employ a wing buffet attack. This 
isa cone-shaped effect 5 feet wide in front of 
the creature, 15 feet wide at the end, and 25 
feet long. Everyone and everything weighing 
Ses than 300. within the cone mast make 4 
saving throw vs, paralysis with a ~3 penalty o 
he blown backward by the wind. Those who 
succeed in their saving throws sulle Ld4 points 
‘of damage from pelting by small objects kicked 
up by the wind. Those who fail their saving 
rows suffer 244 points of damage from fying 
objects and are blown hack 3d6 feet —unleas 
walls, trees, or other obstacles (chat might 
inflict even more darnage) block theit wa. 








Habita/Society: Ancient texts say thatthe 
‘hoeghn arly etjovs the company of any wee 
és ht ety tosek ol tase oa 
descent. The ters identify elven forests, pare 
ticularly the Coulladsraight in northeen Khi> 
fas asthe shoeghn's home 


The ‘has few predators, as it. 
ult to catch and docs hte to offend 
sieves has ny wll 
ng 0 

‘Momoms and eine 
soaked petals. Its 
especially fond of 
So 

violet 





















siddwynd 


Solitary 
= 


- 
Ray (22-14 
a 
Paint 
: 

{ 








13 
NO.OF ATTACKS: 2 
DAMAGH/ATTACKS: 244/1d12 
SPECIAL ATTACKS: » Electricity 
lightning bole 
SPECIAL DEFENSES: Immune to Ist- and 
2nd-level wizard 
and priest spells 
MAGIC RESISTANCE: 30% 
SIZE L{10'-12' ong) 
MORALE: Fearless (19-20) 
XP VALUE: 5,000 


‘The widdwynd (SITH-wind) is the least inteli- 
ent ofthe garradalaighs. It is said to look like 
A long snake, but itis actually a fong, thin 
Tiened. Ithas four clawed feet, a formidable 
\wothed jaw, and a whiplike til thac crackles 
with energy. Ie is greenish brown in color. a 
Camouflage that allows ic to blend in with its 
surroundings. Translucent wings sprout from 
he point whee epson nk. These ly 

“bck against the creature's sides when & is mov- 
fig tn round x barring they halon 

‘alsa the siddseynd takes light 
“This garradalaigh iv ceported to be familiar 
‘with many human and demshuman tongues. It 
‘can communicate telepathically with lizards 
‘nd snakes. A wizard in the company’ of 2 sid- 
fend enjeys protection from attacks by rep. 
tiles and sashes. 





“Fwice a diy while airbome, the sided can 





Combat: the stddyynd fights only if i or ts 
companionsare in danger It begins combat by 
rising into the aleand letting loose its lightning 
bolts, Next, itdives on a. chosen target. 
attempting to bite. A successful strike made at 
the culmination of a dive inflicts maximum 
damage of 8 points, Once on the ground, it 
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continues to bite ancl to strike with its tall, A 
‘successful tail slap inflicts 1412 points of elec- 
teal damage, Victims wearing metal arr or 
who are standing in water suffer an additional 


144 points of damage 
This fearless garradalaigh will fight to the 


death (it does not believe it can be defeated), 
However, i the siddwynd is with humanoid 
{fiends and witnesses some of them withdeaw= 

Inurrow= 





Habitat/Society: The siddwynd calls no place 
home. This gartadalaigh appears in the folk- 
loee of all five of Cerilia's buman tribes, as well 
in elven and dwarven legends. The creature 
Fepatedly hover traveling-—no matter what the 
terrain or climate. 1js.a8 auch at home ip the 
mountains as on the plaing, in temperate 
zones and the frozen north ty frig 
rctic areas ace anothermatter however: After 
2 day of ceaveling across cold ground, thé’ pat 
‘radalaigh wil barrow deep beneath the suttace. 
Towarm upandsleep. 
Ecology: The creature treasures spent a 
used feather tokens, and ather burned 
magical items for select dining. When these 
Gre not available: feeds upon insects and 
‘ll rodents. 





tualleiaght 


CLIMAPE/TERRAIN: Any subterranean 
)UEN Mythical 

ORGANIZATION: Solitary 

ACTIVITY CYCLE: Any: 

DIET. Special 

INTELLIGENCE: Supea-genius (19-20) 

‘TREASURE: AQT Wa, 








2 
awd 
SPECIAL ATTACKS: Spell, constriction 








SPECIAL DEFENSES: +1 or better edged 
weapons to hit 

MAGIC RESISTANCE: 50% 

SIZk: L(9-11" long) 
Fanatic (17) 
$000 





‘The tualleiaght (to-ALL-ee-ate) js a snakes 
shaped creature with a thick body and a dozen 
tiny clawed feet along its underside, Its head is 
large and vaguely human, making some schol- 
tars think itis related to nagas. It has a double 
one of remarkably strong teeth in its lower jaw 
and a single row in the top, which is longer 
and protrudes aver the bottom lip. The 
tualleiaght's body has no scales, but its 
smooth, dense 
tip of the creature's tll is barbed with a mye 
iad of tiny teethlike spikes that match the 
olor ofits head 
is garradalaigh dwell 

‘around. It raises its head above ground only to 
ela glimpse of what is happening on the sue- 
face. An excellent burrower, it moves as easly 
through the earth as most men wall upon it 
and it can cut through stone at a Movement 
rate of 3. A wizard with the tualleiaght can, 
‘once a day foe 244 turns, move with the crea 
‘ue through the ground, matching its speed 

This creature is reputed to speak the lan- 
snags of kobelds and burroving mamma 
wea dart: balling and human tongs 

The tuallejaght ean cast any of the allowing 
spells, each once per day, at the 12th level of 
ability: bold portal: darkness 15° radius: stone 
shape, ansmute rack 20 mad: and flesh so ste 
‘The creature has infravision to 120 feet and 
‘san sce easily in magical darkness, 





























Combat: This yarradalsigh cam atack with is 
bite and spiked tail, each suecessful atack 
inflicting 1d12 points of damage, If the 
‘uullelaghs target x size M or smart also 
San employ a cwriton ack. Tif 
148 polos of damage and causes subsequent 
ite snd tail strikes to have +4 attack bonus 
1 ine to acs nt wean 
‘no matter haw mapica. Edged weapons of =] 
‘Or etter are required to strike the taleaght, 
Ir the euafleinght fos Hel in jeopardy, 
tours to getaway tig about lf 
‘elt sre thove foolish enough to pursue i 


Habitat/Society: When in the company of a 
wizard. the tualleiaght seeks tadearn about 
tivities above ground. Thi is not le curios, 
boa Reap id an and buy Th 
sadalaigh appears more giten inthe folklore 
‘of the Vo tha a that race. 
, 





Ecology: The tualleiaght catteat ager 7 


stocks. However, it prefamto dine on koBOlds 7 


and unrefined ore. * 
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| the Book of Mag 


agic permeates the Very,air, earth. and sea of Cerilia—yet escapes the . 
mastery of all but'a tare few, Those who control the continent's magical 
cengy fanrcall ogon foscee hiconmpechensible to the vest of ts ithabieaneh <3 
‘These powerful figures are Cerilia’s wizards: adventutets; advisers, and kings Whose 
spells can affect thé destinies of thousands. ' 


 128-page. book contains everything players-and Dungeon Masters need 1 make 
wizard characters more distinctive, mysterious, feared; and true to the puRTMUGHT” 
setting, Inside are details on: he 





The secrets of sources and ley lines. 

fs Strategies for building and maintaining a magical domain. 

b Spells unique to Cerilia, including new conventional spells, realm spells, 
‘and war magic. 

} Cerilian magical items and Mount Deismaar artifacts. 

}» ‘The status, philosophy, and role of wizards in each of Cerilia’s spellcasting 
cultures. 

» ‘The unique magician character class and the study of magic in Ce 

* Nearmythical creatures said to grant boons to wizards fortunate enough to 
encounter them, 











Warriors, priests, and rogues beware: The wizards of Cerilia have come to power! 
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